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EXPERIENCE THE POWER 
OF ADVANCED WAVETABLE SOUND TECHNOLOGY 


Experience the power of studio-quality music and heart-pounding special effects from your PC games and music programs with UltraSound MAX™. 


The newest wavetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of real instrument recordings to produce 
32 voices of incredibly realistic music —light years from the tinny sound pumped out by FM cards. Hear the difference right away with DOOM™ and Epic 
Pinball™ (both included). Enjoy sensational wavetable and digital sound with hundreds of popular applications that already support UltraSound. The MAX 
will also give you great sound with most games and applications written for Sound Blaster™, MT-32, General MIDI, and Windows™. 





Record or playback in 16-bit stereo at 48kHz (surpassing CD quality). Explore over 15 megabytes of bonus software. Offering you the greatest flexibility, 
the MAX uses a unique, RAM-based wavetable system. Imagine creating new instruments bounded only by your imagination. With MAX it’s for real. 


UltraSound MAX is the most complete, powerful, and affordable sound card you can buy. Advanced 


For more information, or to find out how to obtain the UltraSound Experience CD-ROM demo, G R/i Wis 
call (800)663-8558, (604)431-5020 or fax (604)431-5155. , ™ 
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Computer Gaming World 


"They've got a winner here.."! Strategy Plus 


1pressio 


"A rarity...worthwhile at twice the price..." 
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PC Gamer 


Impressions Software, Inc. 222 Third Street, Suite 0234, Cambridge MA 02142 
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He Who Laughs, 


Lasts. 


IN BOOK THREE OF the Legend of Kyrandia, you become Malcolm—the infamous Court 


Jester of Kyrandia. And you have one last chance to save your rude, misunderstood hide. 


GO TO THE ENDS of the Earth armed with swimfins and an inflatable pool toy as you 


attempt to solve the murders behind the mad monarchy. But be careful, because your country 


despises you. The Underworld entices you. And pirates double-cross you. It’s a fantasy 


world filled with magic—and the trick is to stay alive. 








FEATURES 


CONTROL MALCOLM’S MISCHIEVOUS PERSONALITY 
and hilarious mouth with Westwood Studios’ new inter- 
active Moodometer. When conversing with Kyrandians, 


does it pay to be nice, normal or lie like crazy? 


ENTER OVER 80 WILD SCENES rendered in deliriously 
advanced 3-D graphics! Discover harder puzzles, more 
absurd magic and good and bad consciences that offer 
dubious advice. 


WITH OUR “NO-CLICK® INTERFACING, assess options 
by simply moving your mouse to the lower screen. 
The action’s faster and the graphics are bigger. 


ALTHOUGH MALCOLM'’S WARPED, our new Supersound 
is exceptionally clear. Along with lively music, you'll 
hear real Kyrandian sound effects. 
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La AVAILABLE ON PC CD-ROM 
= @ The Legend of Kyrandia: Book One 
: The Legend of Kyrandia, Distributed : 
we Book Two: The Hani of Fate exclusively by westwood 


Fables and Fiends, The Legend of Kyrandia and Malcolm's Revenge are trademarks of Westwood Studios, Inc. ©1994 Westwood Studios. Inc. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. 
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Fly higher with VIRTUAL PILOT PRO™! Taking the 
best features of the award-winning VIRTUAL 

PILOT™ plus added viewing capabilities and fire 
buttons, it is ideal for advanced flight simulation 
and driving games. For those who take their game 
playing seriously! For IBM PC-compatible computers. 
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Jump into the cockpit and experience your most 
intense flight ever with FLIGHTSTICK PRO for 
ap0™, the first 3D0 analog joystick. A thrill to 
use with 3D0 software from companies like 
Crystal Dynamics, Domark, and Dynamix! 



























TRACKBA | 
LL PRO™ js a great alternative to 


the traditio 
tional mou 
professional on ete It also serves as a 


Take total control of your aircraft without ever 
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GOING MOBILE 


ell, here we are at the cusp of the latest generation of software development, with a 
W number of major designs recently released: Under a Killing Moon, Star Trail, 

System Shock, Dark Sun: Wake of the Ravager, US Navy Fighters, Microsoft 
Space Simulator, King’s Quest 7, and DragonLore, to name just a very few. 

It’s clear with the above-named (and equivalent) software that the basic hardware requirements 
for playing a computer game have gotten a lot more complicated than they used to be. Whereas a 
386/16 with 4MB of RAM and 100MB of hard drive and a good VGA card would once have been 
at the very least adequate to handle the latest round of software releases, now the minimums really 
are a 486/33 with 8MB of RAM, a 528MB hard drive and a double-speed CD-ROM drive. 
Whereas the typical game used to take up between 1-5MB on the hard drive, currently — even with 
a CD-ROM’s 650MB capacity — games are requiring an average of 13-40MB of hard drive space 
during installation (exceeding the requirements of even the most bloated non-gaming Windows 
applications), primarily to speed up load times for graphics and digitized voice and sound. 

SVGA graphics, running primarily in a 640x480 pixels and 256-colors mode, require not only 
VESA-compliant graphics cards (most good older VGA cards have at the minimum software 
VESA drivers that can be loaded into memory upon boot-up) but some graphics co-processing, for 
those designs making specific use of certain built-in video chipset acceleration algorithms. Massive 
amounts of data and sound throughput (compared with olden times) means plenty of extended 
and/or expanded memory to help cache and handle the transfers. 

And finally, a Pentium CPU is becoming a recommended option, not surprising given all the data 
being moved around for a typical multimedia-style game. There’s not a heck of a lot more complex 
processing going on — except perhaps in the case of various 3D engines using advanced graphics 
techniques — but the mediation of a quantum increase in the amount of data being transferred from 
disks to memory to screen requires a significant increase in processing power. 

Many readers will still complain that present software publishers should be taking the needs of 
those with older systems into account, and their concern is understandable and reasonable. 
However, it’s also clear that it’s simply not possible to do the kinds of graphics and sound perfor- 
mances now considered an integral part of any recent release with anything less than the higher-end 
hardware mentioned above. You simply can’t do full-motion video, gouraud and phong shading, 
digitized speech and General MIDI sound simultaneously on older hardware. No programming or 
design magic is going to change that fact. 

However, perhaps there would be a solution for at least certain kinds of designs (it exists in many 
current simulations already): an option to install without the multimedia elements of the design so 
that players with older systems would have access to the essential gameplay. Except for those 
designs where significant amounts of effort would be required to re-do the graphics in plain 
320x200x256 VGA mode, it doesn’t seem from out here like a major challenge to software design. 

Which leads to another kind of audience altogether, one that’s cutting-edge in a way not usually 
thought of as such: the portable computer gaming enthusiast. For this person, the ability to run a 
game with minimal hardware is a sign of advanced design. Can MS Space Simulator run on a 64- 
shade monochrome VGA LCD with a 486/33 and 4MB of RAM off a 130MB hard drive, for 
instance, and still be not only functional but fun (yes)? Can a flight sim work well with, say, a note- 
book computer-oriented joystick from Colorado Spectrum or Genovation (yes)? 

The pleasures of working from a notebook are not to be denied, especially with the latest genera- 
tion of systems being offered. Prices are getting reasonable, color is becoming standard, memory 
and CPU and hard drive options are getting competitive with desktop configurations, and the ability 
to settle down for play with a minimum of hardware between the player and the game in anyplace at 
any time is a major attraction. 

Were mobile computing to take off as a niche for entertainment publishers to design for, it would 
require radical rethinking about the directions current software design is going in; the emphasis 
would have to be on optimizing new releases to work well on the most prevalent portable hardware 
first, with desktop-style son et lumiére spectacles reserved for those committed to a desktop situa- 
tion. Some portables are already beginning to show with CD-ROM drives, and excellent PCMCIA 
Type II sound cards are getting very easy to find, so in the next year or two even those hardware 
restrictions may disappear for portable-oriented entertainment software design. 

There are already a plethora of both new and old game designs out there which will work won- 
derfully on a portable, ranging from things like Crusaders of the Dark Savant to Gateway to the 
Savage Frontier to Wargame Construction Set: Tanks to Flight Simulator 5.0. All of them can 
be set up to take a minimal amount of disk space and hardware, and run well without any configura- 
tion or setup headaches on a current typical portable system. It’s surprising — if you have access to 
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both a desktop and a portable — how the fact of mobility can often overcome the desire for cutting- 
edge graphics and sound. 

The point is, technologically computer entertainment — with the onset of fully capable portable 
systems — could very well be on the verge of becoming a Jot more user-friendly, integrating itself 
seamlessly into more family-oriented home environments without taking up much in the way of 
family space, financial or personal resources. Mobile computing is likely to lead the way in this — 
the real — next revolution in personal computing. Let us know whether you’ve had a taste of this 
cutting edge lately yourself. 


STRATEGY PLUS is published by Strategy 
Plus Inc, Route 100, Rochester, VT 05767. 
Second class postage paid at Rochester VT | 
and additional mailing offices. Postmaster: 
send address changes to Strategy Plus, Inc, 
PO Box 21, Hancock, VT 05748-9989 
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ith all the hoopla surrounding the 50th anniversary of 
W Germany’s last ditch surprise offensive, it should 

come as no surprise that one software house has 
secretly been developing plans to launch its own mini wargaming 
offensive. Australian based Strategic Studies Group, better known 
to gamers as SSG, is hammering out the final details on their 
World War II Battle of the Bulge wargame, entitled The Last 
Blitzkrieg (TLB), Judging by our early scouting reports, gamers 
worldwide may have to duck and cover when this attack com- 
mences. 

Incorporating crisp 640x480 SVGA graphics, TLB represents a 
significant step forward for wargaming in general, and SSG in par- 
ticular. Because of the vast scope of the conflict, SSG has devel- 
oped a brand new land combat system which reflects many of the 
latest technological achievements. Gone are the days of static 
combat sequences and garish graphics, for instance. TLB is sched- 
uled to include state-of-the-art combat animations as well as an 
extremely detailed operational map of the battlefield. 

While graphic improvements have become an issue in the 
wargaming community, it’s refreshing to note that TLB will also 
feature an extremely detailed and complete Order of Battle, right 
down to the regimental level. In fact, the online database is report- 
ed to be so complete that the game is reputed to include a graphi- 
cal library containing every piece of U.S. and German combat 
equipment used in the campaign. 

SSG has been keeping a firm lid on details surrounding their 
gaming homage to the Battle of the Bulge. What is known is that 
TLB will not only include six historically based scenarios, but a 
campaign game covering the entire operation, as well as e-mail 
support. Rest assured, wargamers won’t want to bury their heads 
in foxholes when this gaming barrage commences. 


FIGHTER WING 


Merit Studios has been working with Gemsoft Corp. to put together a new air combat simu- 
lation focused primarily on a 16-player network capability (split into two 8-PC teams). With 
graphics streamlined (but by no means sparse!) to guarantee speedy smooth animation in net- 
work mode (even running at up to 800x600 SVGA resolution), and footage from the cable 
series FirePower™ to provide extra between-battles flavor, the design will certainly be competi- 
tive on the splash front. Players will be able to fly any of ten current fighters, in a design 
intended to be extremely easy to get into (the designers emphasize virtually no learning curve 
to play... this will be a good thing to many people). The three possible scenarios include train- 
ing missions (for the five minutes of learning needed), simple missions (for LAN play in full 
16-player mode) and more complex missions for up to three networked players to deal with 
against a computer opponent. The hardware requirements are reputed to be minimal to get into 
the design (386 CPU and single-speed CD-ROM drive), though no information is available so 
far on the technical details related to network configuration. Could be a winner for those with 
access to a LAN! 





NEWS 





Fighter Wing 


Fighter Wing 


10 


THE LAST BLITZKRIEG 


SSG’s existing new Battle of the Bulge game on the Horizon 
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NOT ONLY FROM THE 
MINDS OF MINDSCAPE 


Formerly known as The Software Toolworks, Mindscape, Inc. 
has acquired Strategic Simulations, Inc. The latter company will 
remain an independent entity. 

The acquisition means that SS/ will have access to the parent 
company’s distribution resources, both nationally and international- 
ly; and that Mindscape will have access to the development and 
implementation resources over at SS/. Present SS/ management 
will “continue to guide all phases of product design, implementa- 
tion and marketing.” SS/ will also have a more ready source of 
development funding. 





FORMER MARINE MAKES 
GOOD IN CIVILIAN SECTOR 


In some other related notes, Carl Norman, former product devel- 
opment manager over at Three-Sixty, Inc. has been brought 
onboard at SS/ as a new producer in the company. While Norman’s 
strengths at Three-Sixty were focused entirely around wargaming 
and simulation (Norman wrote and edited the manual for Harpoon 
II as well as having a managerial role over the development of the 
product), his role at SS/ is apparently expanded to include participa- 
tion in the company’s CRPG development. Rumors have it that 
Norman will be part of the team working on SS/’s new 
Thunderclap (tentative name) CRPG engine. 
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BROOKTREE 


TAKES ON 
MULTIMEDIA 


Brooktree Corporation has announced 
their BtV multimedia chipset, which features 
high resolution graphics acceleration, video 
playback acceleration, S/PDIF digital and 
analog audio in/out, and composite video 
in/out, all in an inexpensive three chip solu- 
tion. The chips are currently planned for a 
multimedia card which will handle both ana- 
log and digital audio, accelerated video play- 
back, and accelerated high-resolution graph- 
ics. Said card will use a single VLB or PCI 
slot. Let’s only hope said card is both Sound 
Blaster and General MIDI compatible, as 
well as VESA-compliant! 

The full BtV story is in a recent edition of 
Electronic Design. Brooktree is perhaps 
best-known for its RAMDAC technology, 
used on many cutting-edge Windows graph- 
ics accelerator cards. 

For more information on the BtV chipset 
and reference designs, or to join the BrV 
developers program, email: 
developer@Wbrooktree.com or contact 
Michael Eskin at (619) 535-3476. 


DIAMOND FOR 
THE ROUGH 


Meanwhile, Diamond Multimedia has 
decided to bundle its popular Speedstar Pro 
graphics accelerator card with fifteen games 
on CD-ROM (note that this is different from 
fifteen CD-ROM games). The ISA version 
features the Speedstar Pro, whereas the 
VLB/PCI version features the Speedstar Pro 
SE. Both include IMB DRAM and a Cirrus 
Logic 32-bit graphics coprocessor, providing 
up to 16.7 million colors in 640x480 resolu- 
tion and 256 colors in 1024x768 resolution, 
with screen refresh rates up to 72Hz. 








SCENERY GALORE 


Microsoft will have released 
their Scenery Disks for Japan and 
the Caribbean by the time you read 
this, and should have Las Vegas 
and Europe | available very soon. 


CYCLONE 


The early news on this game is that it’s a....clone 


yClones turns you into a cyborg and sends 

you out to see what the evil aliens who have 

taken over the Earth are up to. You start out 
wandering around in a ramshackle compound that the 
aliens cobbled together, through what reminded me of a 
public school with a bizarre floorplan and eventually 
enter a real live alien vessel (apparently, the aliens hired 
H.R. Giger to be their interior decorator). 

The cursor is a targeting reticle which changes color 
depending on the type of object. Normally the cursor is 
a blue cross, but any door (including hidden ones) will 
cause it to glow bright purple, any item will make it 
green and any critter will turn it bright orange. Switches 
and equipment cause no change in the cursor’s color, so 
anything unusual should be right-clicked on, just to be 
safe. 

Clicking on the automap icon brings up CyClones 
most unusual feature as a full screen utility. Drawn as a 
series of polygons, the automap can be rotated and 
zoomed. Doors, ceilings and walls can be turned on or 
off. You are represented on the map by a yellow square 
with a black arrow showing your facing. A large invert- 
ed triangle called the “flashlight” arcs away from you. 
A small window in the upper left of the screen shows 
what the flashlight illuminates in green monochrome. 
You can grab the flashlight and rotate it or move it to 
another area. Anything you have already seen will be 
displayed, allowing you to look around a corner before 
venturing into a room. 

The creatures, ‘bots, cyclones (former humans who 
have been cloned and given cybernetic enhancements) 
exhibit differing degrees of intelligence as well as lethal- 
ity. The humans will fire a burst and duck around a cor- 
ner, while the “dogs” do a good job of broken field run- 
ning in their attempts to put the bite on you. ‘Bots trun- 
dle up and pound away, no finesse, just armor and bul- 
lets. 

There is a certain amount of running and jumping and 
players can look up and down. Once the up or down 
key is released, your view gradually returns to normal, a 
nice touch. All commands can be re-mapped at any 
time to suit individual preference and most commands 
can have two separate key sequences assigned. 
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disks in the pipeline, looks like 
hard disk manufacturers worldwide 
will be singing hosannahs soon as 
well. 
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Fun in the Caribbean sun 


But will there be slot machines? 
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CLAIMING OBJECTIVITY 


Apparently the Recreational Software 
Advisory Council (RSAC) — a non-profit, reput- 
edly independent organization which has been 
set up to implement and oversee a national soft- 
ware ratings system in the US — has chosen to 
elect Robert Roden, Director of Business Affairs 
and General Counsel for LucasArts, as its presi- 
dent. 

RSAC is an organization which has been 
established by a coalition of certain industry 
trade groups, including the Software Publishers 
Association (SPA). 

Roden’s election is apparently based in part 
on his previous involvement in the SPA’s gov- 
ernment affairs committee; he has been report- 
edly concerned for a while now with the devel- 
opment of a fair ratings system, designed to 
address some consumers’ concerns over issues 
of sex, violence and nudity in software entertain- 


ment. 

As president of the council, Roden will be 
part of a nine-member board which will be 
responsible for ensuring that the RSAC’s ratings 
system will remain independent from special 
interests within the software industry. A majori- 
ty of the board’s seats is to be filled with mem- 
bers from outside the industry itself, drawn from 
such groups as parents, teachers, psychologists 
and “‘media experts.”” Roden will be responsible 
for representing the group externally. 

“RSAC’s system has nothing to do with cen- 
sorship or with telling developers what to put in 
their games,” comments Roden. “Its purpose is 
to inform consumers about what’s in the box.” 

The RSAC ratings system will assign a numer- 
ical score between zero and four across three 
categories — violence, sex/nudity and language. 
Scores above zero would be posted on a produc- 


t’s packaging. Numbers will reportedly be 
determined “objectively” by using an RSAC- 
designed software program which asks the 
developer to fill out a reputedly fact-oriented 
questionnaire about the product. 

While participation in the ratings system is 
intended to be completely voluntary, apparently 
a number of major retailers have indicated 
they'll be limiting their stock only to products 
carrying the above-mentioned rating this 
Christmas season. 


Is this a violent game, or not? 





GREAT NAVAL BATTLES Il 


SSI makes a great leap forward with their next naval simulation 


egardless of what people have thought 


systems, weapons ranges, etc. that have plagued 


carrier task force engagements. No information 


of either the original Great Naval 
Battles or Great Naval Battles II, 
they should be ready to revamp their expectations 
from the series with the upcoming release of 
Great Naval Battles III (GNB3). Whereas 
GNB2 offered a number of refinements over the 
original design, GNB3 is going to provide some 
fundamental (and important) additions to the 
overall system. 





Finally 
a scenario editor 

Yes! With the initial release of GNB3, there 
will be an included scenario editor — no waiting 
for add-ons down the line. With this editor, the 
player will be able to either modify the existing 
scenarios for GNB3 or to design completely new 
ones. Scenarios can be created for a number of 
different areas — Midway, Solomons, Philippines 
and an open-map option for players who want to 
be completely at sea. The editor will also allow 
players to produce full campaign games lasting 
up to 30 days. Plenty to do here! 

On top of the ability to adjust actual scenario 
design, in response to the persistent and varied 
concerns over the historical accuracies of various 
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the earlier games in the series, SS/ are planning to 
offer a “customizer” in GNB3 which will give 
players the ability to adjust various aspects of the 
game routines and calculations themselves. 
Effectiveness of gunnery fire, reload times, and 
damage control will all be within the player’s 
control. An advantage or disadvantage can be 
given to either the US or Japanese side for any 
scenario. With the customizing option, the player 
finally has the chance to alter routines in the 
engine to make the simulation comply more accu- 
rately with his or her perspective on the history 
(or taste in gameplay). 


For play’s sake 

Obviously pre-constructed scenarios and cam- 
paigns can become predictable for the designer, 
as fog of war is minimized when both sides are 
set up by the same person. To deal with this 
inherent limitation with any scenario building 
system, GNB3 plans to include a random battle 
generator, which for those players who don’t 
want to tweak and fiddle and fine-tune will make 
it possible to generate different styles of battles 
quickly and effortlessly. Battle types can range 
from small surface engagements to epic multi- 





on whether a random engagement can be saved 
and customized like the constructed scenarios 
described above. 


Ships and planes 

While the original plans for GNB3 were for 
inclusion of units historically available between 
1941-1943, the designers have recently managed 
to construct a database allowing for inclusion of 
all major ships and naval aircraft for both 
Japanese and American sides for the period 1938- 
1945. Thus all possible historical and near-his- 
torical engagements during the Pacific War (with- 
in the theatres allowed by the GNB3 system) 
could theoretically be developed from the data- 
base. 


New rules and features 

Finally, the interface and menu system for 
GNB3 will include some improvements. Ships 
will be easy to load and unload, structural damage 
will be taken under consideration more carefully 
during engagements, and air operations will be 
improved to make it easier for players to launch 
search missions. Sounds like player concerns are 
being addressed — let’s hope! 
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Rebel Assault™ was pretty. The 7th Guest™ had fun puzzles. & But, technology advances. Gamers demand more and 
more. And the time comes when even the best products are moved aside to make way for the future. & That time 
has come and the future is Cyberia™. Featuring full-screen, full motion video. digitized speech. synthetic 
actors. music and sound effects by Thomas Dolby's Headspace and 11 of the most unbelievable arcade sequences 
your eyes (and your computer screen) have ever seen.+. it's so stunning that we're even willing to put our 
money where our mouth is- If you own Rebel Assault or The 7th Guest: send us the manualcover from either 
game along with a Cyberia sales receipt and we'll send you $10-00 cash back. “ 

If you don't own either of these titles, you've already saved a hundred bucks 
So stop waiting for a hand out... just gotoyour local software retailer to buy 
(yberia or call b-&00-4b4-GAME to order direct. & (offer expires 3-1-95) 
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USS TICONDEROGA 


A quick look at Mindscape, Inc.’s 
naval ops simulation 


ans of Harpoon II will be delighted 
a to hear that Mindscape, Inc. will be 
distributing /ntelligent Games’ new 
USS Ticonderoga (USST) simulation in the 
near future. While the design is as of this 
writing still in early Alpha stages, much of 
the implementation is already visible, and it 
looks like a real contender in the genre of 
detailed modern-day naval simulations. 
Making use of state-of-the-art graphics, 
USST offers a number of stations to work 
from. Map room, Captain’s cabin, CIC and 
Communications centers as well as the bridge 
are all accessible with the right-click of a 
mouse button. Or, if the player’s in more of 
a role-playing kind of mood, an on-screen 
arrow will allow movement between stations 


via multimedia-style SVGA graphics, and 
selection of the appropriate equipment in 
each room for operations and analysis. 

USST is it seems most like Harpoon II in 
its able SVGA emulation of modern naval 
radar and ops displays. As with the former 
title, the design allows for the investigation 
of waypoints and the planning of defensive 
and offensive maneuvers, all within the scope 
appropriate for a realistic representation of 
the USS Ticonderoga’s actual mission. 
Unlike Harpoon II, however, efforts have 
been made to extend the design beyond the 
more purely wargamer-oriented tactical and 
strategic elements to incorporate more simu- 
lation-style first-person perspective role- 
playing aspects. As Captain of the USS 


Ticonderoga, you will be responsible for 
overseeing and delegating a number of roles 
both onboard the ship and for those naval 
units accompanying the ship in its maneu- 
vers. 

Currently three separate areas of opera- 
tions are on display in the very early version 
of the software seen: Russia, Indonesia and 
the Middle East. Each area offers its own 
highly-detailed map and set of conditions and 
scenarios, making for varied play. 

Like earlier efforts to do modern naval 
warfare, USST is simulating one of the most 
complex of modern electronic warfare sys- 
tems. Unlike those efforts, it is doing so in a 
multimedia environment which offers lots of 
hot splash to accompany the more purely tac- 
tical/strategic portions of the design. In 
USST, it looks like you’ll really feel like 
you’re there — on station — as Captain of 
the USS Ticonderoga, with all the responsi- 
bility that entails. Should be very exciting 
both for Harpooneers and those interested in 
a more first-person simulation-oriented 
approach to the situation. 


TIE 


ANOTHER ONE ON 


LucasArts has announced the first expansion module 
for its space combat simulation, TIE Fighter. 
Defender of the Empire will be the add-on’s apt title, 
considering its underlying premise. Admiral Zaarin, 
the former head honcho for the Empire’s R&D 
Department and now turned traitor, has amassed a 
powerful new legion of TIE Defenders. His bold plan 
is to overthrow Emperor Palpatine by seizing control 
of several TIE Fighter assembly plants located 
throughout the Empire. The balance of power swings 
back and forth as the two arch-rivals wage war. The 
campaign game includes three huge battles (made up 
of 18 separate missions) and will no doubt be a wel- 
come addition to the TIE gameworld. 
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A CLASH 
OF TITANS? 


Not only does Texas-based Sim Tex plan on doing 
a conversion of several popular Avalon Hill board 
games (most notably Starship Troopers, We the 
People and History of the World), but their game 
design calendar will also include another of Avalon 
Hill’s longtime favorites, Titan. Rumor has it that 
these games will be developed by Excalibur, a divi- 
sion of Sim Tex, while the parent company avoids 
any conflicts of interest since it plans to pursue addi- 
tional projects with another publisher. 





AD&D™AND WE 


We should also make clear that SS/’s relationship 
with TSR, Inc. is definitely not ended; the only 
change that has occurred is that SS7 no longer has 
exclusive rights to TSR licensing. There’s no ques- 
tion that SS/ will continue to work on 7TSR-related 
projects, alongside the future CRPG-related plans 
they have independent of the AD&D™ system. 





NOT DIGGING 
DEEP ENOUGH 


In our preview on LucasArts’ upcoming graphic 
adventure game The Dig in issue #48, a couple of 
facts were apparently unfounded. First, the premise 
of the game is not based upon a tale from the now 
defunct TV series, Amazing Stories. Actually, the 
story was intended to be developed as a stand-alone 
tale for a television show that never aired. Secondly, 
it was learned that Director Steven Spielberg is being 
kept apprised of the project and does, from time to 
time, contribute commentary regarding changes to 
the basic design. 


MORE SAD NEWS 


Apparently Joey Nonnast, one of the designers of 
High Command, has been quite ill recently. We 
wish you the best, Joey! Gregg Carter, his collabora- 
tor on this epic WWII simulation, is pretty occupied 
with his full-time job right now as well. Not likely 
the game will see an update anytime soon. 
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Your heart is racing. 

Th-thump. Th-thump. 

It’s pumping as fast as your legs. 

You dont notice the gentle breeze, the 


noon-day sky. 


at" 





“Truly innovative.” Strategy Plus 


You are totally focused. 
On the smell. 

Just the smell. 

Could be the first thing you sink your 
teeth into, in days. 
Dust, pebbles, sticks. 
They're flying. 

Then you pounce. 
Suddenly. Stealthily. 
You break its neck. 
Youre hungry. 


You are such an animal. 





“It’s addictive.” PC Gamer 
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Really. 

In this wilderness survival adventure, 
that’s exactly what you are. 

A wolf. 

And you experience all the sights, 


sounds...and smells... firsthand. 





That’s what makes this game unlike 


any other. 

It’s realistic. 

So realistic that it just might blow 
you away. 

(Or maybe a predator will.) 

Will you survive? 

You ll have to hunt. 

Fight. 

Mate. 

(Hey, maybe it’s not so hard after all.) 


See your retailer or call 800-943-3664. 
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FLY LIKE AN £ 


Steve Wartofsky takes time out from his efforts to understand th: 
to deliver a state-of-the-genre report on flight simulations past, f 









hen personal computing first arrived in the mid-80’s, flight 
simulation was one of the earliest interests for those think- 
ing about ways to turn what had been colorless number- 
crunchers into devices that were, well, more personal. Many were 
happy back then to do some basic programming and then stare for hours 
at the green numbers on a black screen typical of pre-graphics terminals, 
and imagine themselves bringing a commercial jet in for a landing, or 
setting up the right trajectory to get the LEM landed on the moon. Early 
BASIC programs for Z-80 CP/M and 8088-based PC machines gave 
hobbyists of the time what then seemed advanced efforts to use ASCII 
characters to produce pseudo-graphic representations of flight simula- 
tion on-screen. And we were entranced. 

With such little hardware and software by current standards, how 
could so many people get so interested in flight simulation so quickly? 
Easy — it was one of those areas where the essential function of com- 
puters — to crunch numbers — could be conjoined with some at least 
elementary modeling of the well-understood dynamics of a real-world 
phenomenon: flight. That original conjunction is still with us, and deter- 
mines the reception of the latest flight simulators offered. 

That’s where the whole ongoing debate about “realism” vs. “game- 
play” starts. The audience seriously interested in flight and air combat 
simulation find the genre fascinating not because some snazzy graphic 
image is being run smoothly through a simple but pretty representation 
of three-dimensional space, but because the mathematical and scientific 
phenomena related to principles of lift, drag, yaw, stall, vectoring and 
instrumental navigation can be studied through software dedicated to 
exploring these principles in ways consistent with their understanding in 
other media. 





Hot rodders vs. simulation fans 

The early split, for instance, of the audience for Flight Simulator (the 
original) into those who just wanted to see it run on a PC (mainly for 
testing and compatibility purposes... early test reports of new PCs often 
included a “but will it run FS?” assessment of hardware compatibility), 
and those who wanted to use the built-in VORs, NAV radios, OBS, 
ADF and COM facilities for navigational analysis pretty much charac- 
terized the split between those who tried FS for a few hours and then 
grew bored, and those who decided to dedicate large portions of their 
spare time to working with the design. The latter became the real flight 
simulation enthusiasts. The former kept buying faster and faster PCs 
and wondering why FS wasn’t any more fun on a 386 than it was on an 
8088. 


Breakdown along historical lines 
Along with the technical and realism issues, as flight simulation 
developed people began to have preferences for particular periods of 
actual flight history. Red Baron, for instance, became important 
because it really got the taste for flying WWI 
planes going; Chuck Yeager’s Air 
Combat, along with LucasArts’ 
Battle of 


Britain, got people interested in WWII prop planes. And, finally, 
Falcon 3.0 got everyone doing modern air combat (see sidebars for fur- 
ther breakdown by historical period). 


Flight simulation takes off 

From the mid-80’s until the early 90’s, almost nothing else out there 
came even close to competing with the original Flight Simulator in the 
genre, for those truly interested in it. Even The Bruce Artwick 
Organization’s own Jet seemed too much like an arcade game to be 
taken seriously by an audience trained in their expectations on FS. 

Then came a couple of interesting designs — first Chuck Yeager (the 
original, designed by one of the folks now working with LookinGlass 
Technologies on Flight Unlimited), and then F/A-18 Interceptor for 
the Amiga computer (later translated into Jetfighter for the IBM PC). 
Both from the then-new and cutting-edge Electronic Arts, who with their 
almost concurrent release of Ferrari Formula One seemed to be laying 
claim as the next generation of simulation-oriented software publishing 
companies. 

Neither Yeager nor Interceptor were really significantly competitive 
with FS in terms of detailed flight modeling, but something they offered 
which FS only half-heartedly provided was an excellent array of goals 
and planes to try out, in the first case, and a pretty believable (for the 
time) representation of both air-to-air and air-to-ground combat in the 
second. The original Yeager sold both many a joystick and many a 
hardware update to PC owners, as they tried to execute the many built-in 
acrobatic maneuvers and landing situations provided for everything 
from the classic Cessna to the (albeit radically simplified) X-1. And 
Interceptor gave Amiga owners much to be delighted with at a time 
when the IBM PC was still working with CGA (and in a few cases, 
advanced EGA) graphics — players of Velocity’s design were amazed at 
the speed and fluidity with which 320x200x16 color polygonal graphics 
could be animated on a 68000-based system with a 7MHz CPU (blaz- 
ingly fast for the time) and advanced graphics and sound coprocessors 
(in stereo, even). 


Uh-oh! Graphics! 

But here we go folks: with the release of Interceptor, another kind of 
sizable audience for simulations appeared on the scene — one whose 
focus was as much on the way flight simulators could do state-of-the-art 
graphics animations as it was on the way computers could crunch the 
numbers necessary to provide a good flight model. These people are 
now playing DOOM, and, given that game’s success, no wonder pub- 
lishers of air combat simulations are continuing to focus on graphics and 
3D animation. Finally, something which wasn’t “boring” like FS — 
where you could shoot at things in full-color 3D — wow! 


Thread the needle 
A whole different approach to flight stimulation and air combat was 
initiated at another company around this time, with the release of F- 
19. While some blanched almost immediately and 
called F-19 an arcade game rather than a 
flight simulator, those who’d enjoyed the 
instrument navigation aspects of FS found plenty to 
chew on in MicroProse’s excellent new design, with the 
proliferation of views, displays, weapons, tracking and navigation 
options present in the simulation. F-19 modeled not so much the 
process of flight itself as the cutting-edge tactical environment of mod- 
ern-day electronic air combat, with details focused around such things as 
how to handle avoiding detection when flying near pulse or doppler 
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radar. The flight model — like Interceptor’s — was reasonable enough 
not to get in the way of the whole design, but definitely took back seat to 
an orientation that appealed more to the wargamer than the true flight 
simulation fanatic of the day. 


Three different basic approaches 
With these three styles of release — one focused on detailed actual 
flight simulation, one focused on intensive 3D environment depiction, 
one focused on detailed tactical air combat environmental and stealth 
issues — the basics of the genre were established. It remained for some- 


one to try to produce a design integrating the strengths of all three areas 


Cc 


of focus, without losing credibility in any of them. 


Summa cum laude 

Not long after the release of all of the above, a little-known company 
who’d been designing neat arcade games like Mechwarrior decided to 
take a stab at doing all the kinds of things the neato-graphics crowd and 
the kinds of things the realism crowd wanted in an air combat simula- 
tion. Dynamix featured Red Baron for Christmas 1990, and clearly the 
next generation of flight simulations was on the way (A-10 Tank Killer, 
a previous design by the same company, proved a very popular but sim- 
plified basis for the Red Baron engine). Here we had a very smoothly 
animated graphics design making use of a hot VGA 320x200x256-color 
mode on the IBM PC, with wonderfully detailed graphics representa- 
tions of World War I planes which qualified as “realistic” depictions at 
the time, despite their primarily polygonal orientation. The graphics 
also included neat little features still missing in most other companies’ 
designs, such as animations for the movement of ailerons and rudder 
upon joystick input during flight. In Red Baron we also had flight and 
air combat models which proved quite plausible and, like FS, which had 
numerous options built in to set the levels of realism and detail to the 
player’s taste, making it possible to optimize the software for both 
machine and personal preference. = 

Red Baron proved so successful that, unlike some other designs on 
the market at the time, it prospered for a few years after release; it still 
remains the premier WW] air combat simulation out there, despite some 
other efforts to try to cover the period. 


The door opens 

Lots happened around the time Red Baron appeared: Falcon 3.0, 
Tornado, Gunship 2000 and others proved that air combat and good (if 
not totally accurate) flight modeling could be combined with effective 
polygon-based graphics; then Comanche: Maximum Overkill and 
Strike Commander made it clear there were advanced graphics tech- 
niques possible which could make the 3D environment /ook significantly 
more realistic. Chuck Yeager Air Combat — a design released almost 
concurrently with Red Baron — proved to be one of the most popular 
releases in the genre of the time, due primarily to the excellent air-to-air 
dogfight modeling it offered players. Where C:MO went over the edge 
in pure graphics design, others like CYAC and F3 sacrificed graphics 
advances for more sophisticated flight and air combat modeling. 


Cut to the present 

That’s where we are now: over the past couple of years a number of 
designs have been released which manage some combination of inten- 
sive graphics animation and intensive flight or air-combat modeling: F- 
15 Strike Eagle III, 1942: Pacific Air War, F14 Defender, Flight 
Simulator 5.0 all demonstrate in one way or another that there needn’t 
be an either/or situation when it comes to advances in either the 3D 


Strategy Plus 






DAWN PATROL: Empire upped the ante for WWI sims by goir 





e range 
Es 


Gun Rounds alls 
































FEATURE 


environment or the flight model. 

For all that, however, the /east amount of committment lately has 
been to improving work along those lines which have made the genre as 
popular as it has become: accuracy (or at the very least depth) in the 
modeling of real-world phenomena associated with flight. Take away 
the enthusiasm for what is being done in the next generation of flight 
sims (and all of it is valuable in its own way), and there’s some reason- 
able concern over the possibility that design interest in pursuing serious 
simulation is being relegated to the niche corner. Why is not exactly 
clear; some would argue it’s the pressure of marketing departments on 
designers, but that’s not always the case — there are designers out there 
just as excited over the graphics and 3D aspect of what they’re doing as 
their marketing departments. Hmm... 


Is context paramount? 

Not long ago, we stressed that one of the most important things left to 
do in the genre was to develop the context within which flight simulation 
takes place. But what role does context actually play in a flight sim? 

To use an acoustic analogy, no matter how accurate the transducer for 
the reproduction of natural sound in a top-of-the-line home music sys- 
tem, without the kinds of environmental acoustical signals added to the 
reproduction to create the illusion of a “live” environment, the results 
are going to fall short of absolute realism. Thus we have the latest gen- 
eration of home theatre systems, with their surround speakers and sub 
woofers and center-channel mid-range units and digital acoustic signal 
processors, none of which have anything to do with accuracy per se in 
the transmission of sound, but all of which contribute to the sense of 
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realism experienced when such a system is turned on. 

So, too, in flight simulation, without external elements beyond the 
actual flight modeling and the views out the cockpit available in the 
most accurate designs, the sense of “realism” remains abstract. Context 
in this case means providing the equivalent of the acoustical extras men- 
tioned above for the flight environment — 1.e. more of what someone in 
actual flight or air combat might have to deal with: radio transmissions, 
changes in air conditions and ground terrain that have a distinct impact 
on both flight performance and control demands, non-visual cues to per- 
formance (short, so far, of Gloc and the like), participation in the air 
environment by other non-player combatants and non-combatants, live 
air and ground detection and engagement elements, and so on. 

Context thus all supplements the core issues of flight and instruments 
modeling in ways that can contribute significantly (when done right) to 
the overall experience of realism when in flight or air combat. 

As with the acoustic analogy, however, all the extras go for squat if 
they’re not built around a solid foundation, and this is where flight simu- 
lation grognards are justifiably concerned. Many recent designs have 
focused almost entirely on the bells and whistles, while providing only 
the most rudimentary core elements necessary for the software to even 
be labeled a flight or air combat simulation. Even designs purported to 
be aimed at serious flight sim or air combat enthusiasts are being pre- 
sented in ways that are proving confusing at best. 


Troublesome examples 
Take US Navy Fighters, for instance, a hot new design from 
Electronic Arts: some neat things have been done with both the air and 
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ment to the electronic battlefield. Real-time has been extend- 
ed over the entirety of the simulation. The war never stops. 
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SPACE SIMULATOR: Realism returns with Microsofts detailed 
orbital mechanics engine. Plotting interplanetary trajectories 
and controlled burns is at the core of this system. 


FLIGHT UNLIMITED: Acrobatics is of the essence here. The 
advanced graphics and unique flight modelling will combine to 
give the player a better sense of being there. 


MAGIC CARPET: Bullfrog will throw the whole genre for a loop- 
with this fantastical yet real-seeming rug ride. With Comanche- 
like graphics this sim will turn serious enthusiasts heads. 


ground graphics modeling (though nothing we haven’t really seen done 
before and faster in, say, F-14 Fleet Defender or Strike Commander), 
but at what cost? The manual itself indicates that, for instance, roll rates 
for the various planes have had to be tweaked outside realistic ranges to 
keep the graphics rate up (at least the tweaks are consistent across the 
board so plane/plane performance relationships remain relatively realistic. 

This is not to say that US Navy Fighters is another Pacific Strike, all 
looks with no brains — it’s not. Iverson & Co. have continued to pay 
attention to a number of realistic aspects of the air combat environment, 
with the representations of flight envelopes and air-to-air situations via 
toggled windows that made Chuck Yeager Air Combat justifiably 
famous soon after release. Unique in the genre, the CYAC/USNF tradi- 
tion provides the PC simulations fan with a significant number of ways 
to gauge aircraft performance precisely, thus providing an element of 
realism missing from many designs. However, as far as that goes, it’s 
nothing like a good, accurate, in-depth flight model. 

Then there’s Flight Unlimited — touted by the desingers as a serious 
flight simulation — but what’s been demo’d for a long while has nothing 
to do with the details of the flight modeling, but what’s been done to pro- 
duce ultra-realistic-looking photographic style 3D animated visuals. Not 
that this means the final product will fail to be a real flight simulation: 
just that the designers and the company have been disturbingly focused 
on areas of development that would seem to be the /ast thing on the 
minds of most of the people consituting the audience for the program. 
The “feel” of flight is all well and good, as long as that “feel” has some- 
thing to do with the ways in which real-world flight dynamics actually 
work. 

And, of course, there’s the upcoming Falcon 4.0. Intuition suggests 
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that one of the major accomplishments of this design may be the impor- 
tation of what Spectrum Holobyte has learned while creating Star Trek: 
the Next Generation in the area of role-playing (more context), and no 
doubt efforts will be made to resolve the kinds of flight modeling issues 
that have plagued Falcon 3.0 from inception to CD-ROM conclusion. 
But one more time, here’s a bet that the new simulation will be marketed 
for its advances in graphics design more than anything else. Certainly 
Top Gun will be a test case to see whether graphics-intensive “light” 
flight simulators will sell more widely than efforts concentrated more 
heavily on careful modeling. 


Bring the mathematics 
out into the open 

Too many of the best designs, both past and present, have basically 
been hiding their lights under a bushel when it comes to providing play- 
ers with a clear sense of the qualities of the flight model. Requests for 
something other than the typical roll-call of flight and fighter maneuvers 
in the documentation are partly driven by a desire to understand the 
dynamics — the mathematics and even science — of flight in ways most 
designs won’t give users access to. 

The numbers — indicated airspeed vs. true airspeed, angle of attack, 
stall rate, drag factors, etc. — are for serious flight simulation enthusi- 
asts what, say, artillery fire rates and yardages are for serious wargame 
grognards. Just as any wargamer’s likely to complain about an artillery 
piece that fires at unrealistic rates or distances in a historical wargame 
design, anyone focused on real-world flight and air combat issues is 
going to complain about failures to represent the parameters within 
which a particular historically-designed craft is meant to operate. 
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Crunch Classics 


This month Commander Crunch is off on a training mission at 
Potomac Airfield, but he was kind enough to E-Mail us his list of 
favorites before he headed off. 


Flight Simulator II (Amiga version) 

Yeah, I still play it sometimes — it’s always useful to practice controlling a Cessna with a keyboard 
and without fluid visual cues, just to test my abilities to abstract the whole flight situation from mini- 
mal data. Sounds are great, too! 


Chuck Yeager Air Combat 
Combat remains challenging in CYAC no matter what the CPU speed, and the relationships between 
planes and flight performance numbers remain constant no matter what the platform. Nothing else 
informs better about flight envelopes, either. 


Red Baron 

Amazing how little hard drive space these things used to take up! With the Mission Builder add-on, 
Red Baron remains the top WWI flight sim in my book — it’s just pure pleasure to boot up and play 
anytime. The online version on INN’s pretty hot, too. 


Aces Over Europe 

You’d think this would just be a sequel for AOTP, but the missions are the height of realism (in some 
canned missions you just die — that was the way it was for certain historical scenarios, and the 
designers have remained faithful to facts). Incredibly tough at full realism. 


1942: Pacific Air War 


One of the most beautiful WWII sims ever released, and also one of the most detailed. Graphics 
detail, flight modeling detail, carrier landing detail, the virtual cockpit, the overhead map strategy 
engine, and recently the modem patch make this the most varied and interesting representation of the 
period and theatre. 


Tornado 

Another design that is probably better off played via the keyboard than with a joystick combination 
(well, if you have a Thrustmaster HOTAS setup it might be worth seeing just how many commands 
can be programmed into the sticks). Models precision mission setup and timing and follow-through 
like nothing else in the genre. 


Falicon 3.0 


With all its history of bugs and strangenesses and strange performance aspects, the whole F3 series 
(Mig-29, Hornet add-ons included) remains the most absorbing air combat of all. The proliferation of 
theatres and possible campaigns with the add-ons makes this one a keeper. 


Comanche: Maximum Overkill 

They laughed at me when I applauded the release of this design, but it remains a milestone in the 
genre for the way it’s proved to software developers that realistic terrain representation can be done on 
a PC. Nowadays everyone else is rushing to see whether they can follow suit. 


F-15 Strike Eagle Ill 


Like Gunship 2000 above, this MicroProse title gives players one of the richest electronic air combat 
environments around. The element of surprise is perfectly balanced when it comes to trying to sneak 
up on targets, and the kind of ground reaction to being detected available in most missions seems 
appropriate in density and frequency. 


F-14 Fleet Defender 

The closest any air combat sim has ever come to being the modern-period sim fan’s ultimate dream. 
Almost completely glitch-free, with solid flight modeling, good front-seat/back-seat representation, 
exciting combat and realistic carrier landings, the only thing missing here is a modem option. 


US Navy Fighters 

The first real software reason out there to upgrade to a Pentium. The guy in the back seat seems 
almost real as he grunts during high-g maneuvers and provides the kind of realistic cockpit assistance 
most modern-day two-seater air combat pilots would be working with. An original design in many 
ways, with careful tweaking of the relationships between combatants to insure challenging play 


Magic Carpet Ride 

I always knew Peter Molyneux had it in him. Enough with the real-time pixel pixie fantasies, now 
we’re cooking! For the sheer exhilaration of experiencing flight without the nausea, dehydration, 
headache from the noise and other negative aspects, check this one out — it just feels right. 
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Or forget 
“realism” altogether? 

In both these areas, unfortunately there’s not very much promise on 
the horizon that such issues are going to be addressed effectively in 
upcoming designs. They tend to be the last, rather than first, things 
designers are interested in talking about these days, focused as they may 
be on producing designs for a larger market (odd, since something as 
bug-plagued and ragged-on as Falcon 3.0 has sold over 250,000 copies, 
probably because — guess what? — it developed the reputation for 
being one of the most realistic air combat simulations out there; it still 
remains so). Ask any of the latest crop of designers what they plan to do 
to improve the accuracy and detail of their flight modeling and they’ re 
as likely as not to steer you towards some other point of design during 
the conversation — the career system, say, or the terrain graphics, or the 
ways the 3D graphics are handled, or the, er, really neat graphics that 
look just great on a Pentium.... 

Again — why is this? In part it’s because it’s what the hottest hard- 
ware can “do” right now, and is what the largest audience is most likely 
to notice on the floor at a trade show or on an in-store display. In part 
it’s because it’s been implicitly defined as the area of nearest competi- 
tion — designers are busy looking over each other’s shoulders to see 
who can manage this or that type of shading overlaid on this or that type 
of 3D terrain model. The payoff for producing a realistic, 3D world 
engine is obviously considered great (translatable as it may be to soft- 
ware other than flight simulation), another factor driving the present 
craze. 





There’s more 
to life than 3D 

Then there’s Microsoft Space Simulator. Despite the slightly senti- 
mental ways in which the manual promotes the design, it’s ironic that 
MSS should have released recently; it’s as if, in the midst of the furor 
for hot graphics, someone out there’s decided to offer a not-so-gentle 
reminder that it’s the simulation, stupid! which in the long run the audi- 
ence for this genre is after; has always been after. 

MSS offers some neat galactic animations and some wonderful 3D 
objects, to be sure, but its main strength is in the fact that, like Flight 
Simulator before it, an attempt has been made to engage some real- 
world physics modeling (in this case having to do with orbital mechan- 
ics) sophisticated enough to provide pay-offs for those interested in 
close analysis. Get away from the hardware-driven competition to see 
who can animate a Galactic Explorer orbiting around Jupiter in 800x600 
resolution the smoothest, and it turns out that even on a 486/33SX 
portable with a black&white 64-color VGA screen, MSS proves just as 
fascinating, absorbing and involving as it does on the fastest, most color- 
ful hardware available. Doing the fundamental equations, obviously, 
doesn’t require maximum hardware (though it obviously benefits from it 
in precision); it never has. 


Hardware driven 

And there may be the rub: one has to wonder how many current flight 
simulation designers are pushed by the idea that if their next project 
functions as Flight Simulator did, to showcase the latest hardware, 
they'll sell many more copies than they will if they actually try to 
address an audience seriously interested and involved in the genre. The 
implication of that is that the best use of a Pentium is to run a 64-bit 
graphics card doing 3D animations, which of course looks really neat 
but isn’t particularly tied to flight simulation, air combat, tactical envi- 
ronment or even pure game design any more than it is to producing col- 
orful digital animations for commercials on TV. 


Molyneux throws a slider 

But don’t worry; even if Space Simulator fails to become the draw 
that the original Flight Simulator did for those fans described at the 
start of this piece, there’s always Magic Carpet Ride. What?! Yes: it’s 
definitely a graphics showcase (what isn’t these days? <sigh>) but more 
than that, it provides the “feel” of flight and the dynamics of same 
(granted, for a fantasy object) in ways that almost no current or immi- 
nent “‘serious” flight simulation is capable of emulating (as of this writ- 
ing the jury’s still out on Flight Unlimited). Perhaps, with the release 
of MCR, some flight simulation and air combat designers will stop for a 
moment to realize what’s missing in their planned approaches for new 
designs, and resurrect some of the issues of core accuracy so crucial to 
the legitimacy of reality-based simulation efforts. 
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Marc Dultz takes an early look at LucasArts’ upcoming shooter 





an Solo and Luke Skywalker, the central protagonists in 
the cinematic trilogy, have long since had a rendezvous 
with destiny, and as you might recall have been saddled 
with the exasperating task of destroying the vile Death Star. Enter 
Kyle Katam, mercenary for hire, charged with the ubiquitous task of 
obtaining information on another of the Empire’s secret weapons, the 
loathsome Dark Troopers. A sensible alternative to the wanton 
destructive power of the Death Star, the Dark Troopers represent 
insidious robotic weapons of war that can ruthlessly seize a world 
intact rather than risk its utter incineration. 

Our fearless soldier of fortune faces a daunting mission; not only 
must he obtain the secretive plans behind their construction but he 
must locate their exact whereabouts and eliminate them as well. 
Under the pseudonym of “Dark Jedi,” Katam is sent regular coded 
transmissions by Mon Mothma indicating the extent of Killer 
Katam’s discoveries, as well as details pursuant to each of the ensu- 
ing missions. 

Dark Forces (DF) follows a linear campaign ladder, taking the 
player as Katam on a first-person journey across the vast expanse of 
the Empire’s domain. Not only must the player infiltrate several 
facilites crawling with trigger happy sentries, but he must also secure 
passage onto various spaceships in the Imperial Navy. With many 
new missions, the player is given a new weapon or device which 
becomes instrumental to the mission’s overall success or failure. 

For instance, on one of the early missions, Katam is given a small 
tracking device. Kyle must plant the transmitter covertly in the 
engine bay of an Imperial starship so that the Rebels can determine 
the ship’s ultimate destination. Unfortunately, getting there is the 
problem. 

Along the way Katam runs into a veritable Who's Who list of 
sprite-rendered characters from the Star Wars trilogy, including 
stormtroopers, line officers, bounty hunters, etc. just itching to catch 
him with his blaster and guard down. As the story unfolds, new char- 
acters are often introduced, such as the treacherous Crix Madine of 
the Imperial Army and the renegade Muff Robus, a Weapons 





Specialist with a bit of a chip on his shoulder. Throughout, a lot of 
attention has been paid to careful detail, not only to the development 
of the first-person perspective game engine, but also to an intriguing 
plot, full of as many twists and turns as there are corridors to vault 
across. Justin Chin, the lead artist on the project, also doubles as the 
story writer. 


Enter Killing 

LucasArts happens to be one of the few developers that really 
spends the time, effort and energy to do their homework when 
preparing a new product. While it would have been nice to stop at 
the cantina for a quick casting, the design team knew just how 
important it was to bestow that special Star Wars flavor upon the 
game that their fans not only desire but have expected since being 
spoiled at the hands of X-Wing and TIE Fighter. Darren Stennett, 
project leader for the design, took extra special care to include a host 
of Star Wars references in the 320x200 VGA design. To help create 
the mood, the team have included cameo performances by such 
familiar oddities as garbage creatures, floating Imperial Probes, and 
skittering skateboard-like droids that of course can be converted into 
space debris with a flick of the blaster. 

Many of the missions are preceded by spectacular cut scenes 
beautifully rendered in 3-D Studio, interwoven with additional hand 
drawn artwork and then supplemented with video footage from the 
actual movies. Reminiscent of the segues found in the three 
LucasArts’ Star Wars simulations released to date, these video inter- 
missions are accompanied by the all-too-familiar John Williams 
scores straight out of the symphonic pages of Star Wars. Too often 
we’ve all seen phenomenal SGI and 3D rendered cutscenes only to 
be dropped into a game straight out of Pong. Not in this case. 

Of course, neither segue nor gameplay would be complete without 
the sound effects and speech familiar from the movies. Developed in 
conjunction with Lucas’ /ndustrial Light & Magic Studio, these 
aspects of the design are extensive. Enemy characters bark out lines 
of digitized speech such as, “there he is, get him!” or “‘stop that 
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man!”’. What’s more, sound effects include the rumble of churning 
machinery parts, telescoping elevator hydraulics and splashing water, 
all of which are cued and pitch activated by the proximity of the 
character to the apparatus. Nicely done. 


There is a Great Disturbance in the Force 

If it’s close encounters of the thirty gigawatt kind you’re after, 
then look no further than the DF gun rack. Ten different weapons are 
provided, many of which feature secondary systems that either aug- 
ment or supplant the main battery. Keep in mind that although vari- 
ous types of ammunition can be found scattered haphazardly 
throughout each level, the weapons systems are only doled out at the 
start of play. Weapons types include your own fists, blaster pistols, 
blaster rifles, grenades (can be set for both timed and impact explo- 
sions), fusion cutters, auto-cannons, claymore mines (again, these 
can be activated based on proximity or time constraints), grenade 
launchers, concussion rifles and the dark trooper’s own assault can- 
non. 

Lots of other fragile equipment can be found, such as infra-red 
goggles and a helmet mounted flashlight. Most, though, are short- 
lived luxuries, since they can easily be drained of power if not prop- 
erly rejuvenated. Indeed, care must be taken not to waste such items 
on frivolous activity. One particular region is so dimly lit that it 
requires reliance on the illuminating discharge from a blaster pistol 
to guide the player character through to safe passage. 

Light sourcing and diminishing routines are used with great effect 
throughout the game. What players will truly find inspirational are 
the inclusion of additional viewing angles. As with System Shock, 
DF enables the player to adjust the view of his environment either up 
or down and by as much as 45 degrees. 

Also included is a PDA, or Personal Data Assistant, which is used 
to access the automap mode, catalogue a player’s inventory of 
weapons and such as well as provide pertinent information relative 
to the achievement of the various goals stated in the mission brief- 
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Finally, it should be pointed out that although DOOM was coded 
utilizing a BSP tree, or Binary Subdivision Process architecture, DF 
eschews that system because of its apparent limitations. One restraint 
has to do with the number of rotatable viewing planes. A second, and 
perhaps more important limitation involves the mapping of each 
level. Whereas DOOM could only portray a level based on a uni- 
form topography, DF features a multi-layered, overlapping tiered 
environment which allows players to walk freely under rooms, over 
catwalks and into previously restricted airspace (something fast 
becoming quite standard in the genre). Players can crouch and jump, 
for instance. 

Gameplay in DF basically involves finding various color coded 
keys to access restricted areas. A player need only pass over or near 
an object and that item is then immediately added to his or her per- 
sonal inventory. Along the way, though, lots of mini puzzles have 
been provided to supplement some of the “scoot and shoot” play. 
Like DOOM, DF accomodates those who like to slice and dice 
mindlessly, with little thought needed. Three difficulty levels are 
provided, with each increment introducing us to a tad more of 
Darth’s denizens to incinerate. 

Running on a 486DX2-66 PC platform, the designers promise 
frame rates in the neighborhood of 30 fps. Machines with far less 
horsepower will still be able to run DF by simply shrinking down the 
viewing screen. 

The only disappointing detail missing in the game is that of 
modem play. From what the magazine has been told though, work is 
progressing to develop both a modem and networkable version of the 
game which may be released in the forthcoming months. Countless 
legions of Star Warriors will no doubt be waiting with baited breath 
when it finally arrives. 

DF looks to make good on some of the promises of the Rebel 
Assault approach to gaming in the Star Wars myth — and, like many 
of the next generation of first-person designs, looks to do it in ways 
that go beyond the primitive but popular shoot-’em-up features of 
games like DOOM.U 





STEEL PANTHERS 


by James Young and Mark Whisler 
with contributions from Eileen Matsumi and Jonathan Kromrey 





DESIGN NOT 


he brush and light woods hid the Panther well, its gray-brown 
* camouflage blending into the overgrown hedgerow. Only the 

end of its long barreled 76mm gun protruded out of the brush. 
Oberleutnant Woller smiled with grim satisfaction. ““We beat the Amis 
before and we’ll crush them again,” he said as he surveyed the four 
burnt Sherman tanks which lay smashed before the Panther from the 
previous day’s attack. “Poor fools, their tanks have no hope against our 
Panthers,” mused Woller. Satisfied for the moment, he scanned the 
countryside before him. Then he heard the ominous sounds of 
approaching armor. “Alarm!” Woller cried out and slammed the hatch 
down. Time to teach the Amis another lesson in German superiority! 

Captain Scott looked forward to this next encounter with the 
Germans; yesterday’s attack had been a disaster. He had hoped to sim- 
ply rush forward and bypass the Germans but that had been a mistake. 
This time he was ready. “Second Platoon, move south and west of the 
woods,” Scott said into his command mike. Not only did he have more 
armor with him this time, but some of his Shermans were equipped with 
the 76mm high velocity guns. Captain Scott grinned as his tanks moved 
forward. “It’s time to settle the score.” 

The above scenario is a typical situation in the new game from SS/ 
whose working title is Steel Panthers. Steel Panthers covers not just 
the western front in WWII, but all of the crucial fronts and battlefields in 
Europe during the war. The player can command individual squads and 
tanks of any of the nationalities involved, from the Poles in 1939 to the 
Americans in 1944. Steel Panthers will be the first in a series of SS/ 
games covering 20th century tactical warfare. Future games will cover 


the battles in the Pacific in WWII and modern conflict in the 1990’s. 

Inspired by weekly sessions of micro armor miniatures gaming, Steel 
Panthers focuses on the tactical side of WWII. Instead of whole divi- 
sions or regiments, the player commands single tanks, squads, and most 
importantly, individual leaders. Players focus not on the whole war, but 
the very private and up close war of the front-line infantryman or tanker. 
The ground scale 1s 50 yards per hex and time scale is 2 minutes per 
turn. The system is designed to run the game in either real time or a 
more time-phased game system, tailored for gamers who prefer one or 
the other. Each game turn consists of movement, rally, and fire during 
the order phase. When playing a phased game, the actions take place 
instantly. In a real time game, orders are issued and the results are dis- 
played as they occur. A typical game in Steel Panthers is usually 
played with company-sized units, however, the Al can easily run battles 
with battalion-sized groups. 

Many players of Steel Panthers will notice that SS/ maintains the feel 
of a miniatures tabletop with the graphical presentation. The display 
shows individual tanks from a overhead view. Turrets move individual- 
ly, tanks explode when hit, and smoke and fire billow as a reminder of 
the cost of war. Steel Panthers features a multitude of graphic anima- 
tions, from squads using flame throwers and demolition charges, to 
buildings crashing to rubble as they are destroyed by artillery fire. 
When an artillery battery fires smoke rounds, the game displays the 
smoke as it drifts across the battlefield. 

Featuring over 200 different tanks, 120 weapon types, and over a 
dozen unique infantry squads, Steel Panthers is intended to be compre- 
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tar Trail offers you everything you've been missing in a true fantasy 
role-playing experience... a rich and intricate world... detailed 
characters... an epic quest fraught with danger... 























The world of Arkania returns with incredible sound, speech and music, 
spectacular graphics... and an experience you won't forget! 
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isometric 3D combat with improved 
auto combat system 


© Brilliant graphics, stunning 
cinematics, incredible sound effects 
and digital speech 


“3D scrolling animations and massive improvements on both the graphics and sound 
fronts now complement a game engine which the designers have redesigned in detail, 
responding to virtually every criticism levied against [Blade of Destiny].” 
— Strategy Plus, September 1994 







“Fans of Sir-tech’s Realms of Arkania series: Rejoice!” 
— Flectronic Entertainment, September 1994 
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hensive and flexible. Naturally, the game features infamous vehicles 
such as the German Panther and Tiger I’s, and also covers less familiar 
tanks such as the French Char B-1 with its hull-mounted 75mm gun. 
Infantry units range from squads of riflemen, Siberians, to even cavalry. 
Squads can be equipped with a wide range of weapons, from the panzer- 
faust and molotov cocktails to demolition charges. The game system is 
designed to handle each weapon system’s targeting ability, armor rating, 
round penetration, and rate of fire. 

The heart of the Steel Panthers game system is the use of leaders. 
Each leader’s profile shows statistics that indicate how well he com- 
mands and controls.different types of troops. One leader may do well as 
an infantry officer but fare poorly as an artillery commander. Each 
leader is rated for effectiveness in leading armor, infantry, or artillery 
formations. Another crucial rating is his ability to rally suppressed or 


Always keep a close eye on unit status 


routed troops. A good officer can inspire his troops to fight on, while a 
poor one will have no effect on a mob of fleeing men. 

Along with effectiveness, leaders are also rated on the ability to act 
independently; some leaders have poor initiative ratings and will not 
move if out of command control, while others can carry on without 
guidance from the player. With this system some leaders can be com- 
puter controlled while leaders with low ratings are commanded by the 
player. This system makes it possible for the game to simulate some of 
the more poorly led armies of the war, such as the French or the Russian 
formations in 1941. In addition to the initiative system, leaders can also 
grow in experience and advance in rank. During a campaign game, 
Steel Panthers keeps track of officers noting when they are promoted, 
wounded or killed in action. 

Designed with both the novice and hard-core wargamer in mind, the 





game interface is an easy-to-use mouse and icon system. All movement 
of squads and tanks can be managed by simply pointing and clicking on 
a unit. The computer automatically calculates the line of sight and 
range, then fires the weapon and determines impact and damage — all at 
the click of a mouse button. Steel Panthers also incorporates a “live 
mouse” feature, essentially allowing the mouse pointer to provide infor- 
mation about every button, icon or map feature on the game screen. 
Simply move the mouse over a unit to reveal the unit’s identification, 
status, and location. The information display shows not only game- 
related statistics, but features photographic images of actual vehicles. 
Designed to be an easy game to learn, there will be over a dozen ready- 


made scenarios, for those who want to get into the game quickly. The 
game can be played as a short game lasting only a few battles in a partic- 
ular theater, or as a campaign game of the entire war from 1939 to 1945. 
A unique aspect in the campaign games is the option to select the 
forces to be used within the campaign. Based on a point-cost system for 
each formation, each side will have a number of points available to pur- 


chase the formations necessary to accomplish the scenario. These units 
remain in play throughout the entire campaign, to be replaced or 
repaired as needed. They can even be upgraded with newer and better 
vehicles and ordnance as it becomes available. 

SST knows how wargamers love to tinker and create their own games, 
so Steel Panthers incorporates the most powerful game editor SS/ could 
design. The game editor allows the player to create new battlefields, 
establish objectives, determine weather, and configure the opposing 
forces. Map creation is easy with a design interface which includes may 
options such as the ability to automatically fill in terrain. Equipment 
values can also be modified to represent the players in-depth research or 
fondest fantasy. Imagine what the Battle of the Bulge might have 
like if Shermans had been equipped with 90mm guns! 


been 
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Getting really close up and personal! 


then, friendly units will have to locate the source of the gunfire. With 
the limited visibility, opportunity fire, and realistic troop morale rules, 
SS/’s designers are working hard to make Steel Panthers an intense and 
exciting game with hundred of hours of play and replay value. 

All in all, Steel Panthers has what SS7 hopes wargamers want today, 


The “fog of war” has always been a key element in tactical warfare, 
and Steel Panthers invokes the same sense of uncertainty that squad 
leaders have always faced. This is simulated in the game with limited 
visibility and line-of-sight rules. To add realism, tanks and infantry have 
only a limited view of the battlefield. Leaders and units do not always 
act as ordered; some may become suppressed, cower under fire or even 
run away. The enemy won’t be visible until they open fire, and even 


up-to-date graphics and an easy-to-use interface; A flexible game system 
that both novices and experienced gamers can use and a powerful editor 
that increases the longevity of the game. All of this was the vision and 
brainchild of one of the industry’s premier designers, Gary Grigsby, 
with the assistance of James Young, Tom Wahl and Keith Brors. SS/ 
hopes to create the best WW II tactical simulation around. Look for 
Steel Panthers in Spring 1995.0) 
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a mystical land where evil orcs 
and noble humans battle for 
survival and domination. 

With an ingenious arsenal of 
weaponry and powerful magic, 
these two forces collide in a 
contest of cunning, intellect, 
and brute strength. 


estroy the orcish hordes or 
crush the weakling humans... 
the choice is yours. 
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Steve Wartofsky previews MicroProse’s 
upcoming fantasy strategy game 


t a time when multiplayer, modem-player and network player 

are becoming the hot terms in the genres of strategy and role- 

playing gaming, what could be better than taking an extremely 
popular trading card game (Wizards of the Coast’s Magic the Gathering) 
and turning it into a design likely to showcase the multiplayer possibili- 
ties of the PC medium’? 

MicroProse signed an exclusive agreement last summer with the 
above-named wizard dudes to do just that, and has been busy developing 
the design thoroughly and carefully ever since, to insure that translation 
means more than turning the PC into a virtual trading card system. 

Just a year-and-a-half old, the Magic system has proven immense- 
lypopular, selling more than 10 million cards during one six-week 
period(!). Something like more than 300 million cards have sold 
nationally and internationally so far. 

What’s the game all about? Players choose to play one from among a 
host of wizards, and then use a trading card system to build a library of 
magic spells and mana to increase their power. 
abilities, they get the chance to enter into magic duels with other wi- 
zards, and here’s where the online aspects of the game could really 
transform an already popular paper system. 


Colors of magic 

Magic offers five different “colors” of magic to work with, which 
function as the equivalents in some ways to “classes” in traditional 
CRPGs. Red magic is a direct-fire oriented, physical kind of magic, for 
instance; blue magic is more ethereal, and focused on mental abilities, 
weaker attacking than red but with some interesting miscellaneous abili- 
ties. That old Black magic is aggressive/offensive in orientation, but 
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also features a wide range of “miscellaneous” (1.e. neither purely offen- 
spell abilities. White magic, by contrast, is heavily 
in orientation, and weak on the attack. Green magic is nature- 
oriented, and perhaps the most balanced between offense, defense and 
miscellaneous of all the colors. The player can choose to focus on a par- 
ticular color of magic, or can choose to develop skills in a range of dif- 
ferent “styles” of magic, whichever seems most suitable (obviously, like 
multi-class characters in CRPGs, multi-color magic users will probably 
have to be more skilled at what they do than single-color players). 

Despite the focus on spellcasting, the game is essentially a strategy 
game, where individual players have to work through the right combina- 
tion of spells to survive competition with each other. Spells are weight- 
ed by rarity, and the number of spells a player starts off with will be 
dependent on whether the game is being played in stand-alone, “‘assis- 
tant” or online mode. In stand-alone mode, for instance, all thousand- 
plus cards available in the initial release will be available to the player to 
choose from to make his or her starting deck. In online mode, the player 
will only start out with about 200 cards. 


sive nor defensive) 
defensive 


Computer arbitrator 

The computer version of the game will provide the complete rules 
(which the computer will handle), and take over those aspects necessary 
to managing the competition, thus simplifying learning how to play and 
insuring that the typical confusion and debates over rules in the paper 
system are avoided (some may find this a weakness; one of the joys of 
paper gaming is often sitting down to discuss potential ambiguities in 
this or that rule definition — which can lead to hours-long debates and 
subsequent reasons to enter into further contests!). Tournaments, quests 
and unique forms of advancement will also be incorporated, to echo the 
kinds of play developed around the paper system. 

To begin, players will have the chance either to play a stand-alone 
version, or if they’re already conversant with the design from the paper 
system, can go directly to multiplayer mode. Multiplayer is set up to 
work online; from the information available so far, the current goal is to 
allow for direct-connect modem-to-modem play, as well as the definite 
option to go online on an online service (determination of which service, 
or whether it'll be in-house or an already-existent one, has not been 
worked out as of this writing) for multiplayer action. Another goal of 
the multiplayer design is for it to be seamless — 1.e. the player won’t 
have to learn the techniques of a particular online service to figure out 
how to get into the game. 

The AI being designed for the stand-alone mode of play sounds inter- 
esting as well; currently the AI has undergone first test, and has man- 
aged to beat a paper tournament player in four out of five games. This is 
promising, given the general failure of computer AI in anything but 
chess (and SSG games, <g>) to prove challenging. Even so, David 
Etheridge, one of the software game designers at MicroProse, honestly 
acknowledged that over time players will get to know the various AI’s 
developed for the included wizards. Solution? The current goal is to 
make it possible to update the AI’s available, probably initially online, 
with other possible support down the road. 

All told, Magic the Gathering looks like an excellent, exciting 
implementation of an incredibly popular paper game, and could prove as 
innovative a use of the computer for online gaming as has yet shown.U 
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If you think you’re good at games, then let’s have some real 
fun. When you’re online with GEnie® Multi-Player Games, 
you’re playing real people, in real time. Some of the best play- 
ers around the world. © Splash a bandit in Air Warrior®, and 
you’ve just taken out eight other guys, who'll be back gunning 
for you. Blast a MechWarrior® in MultiPlayer BattleTech™, and 
who knows? Could be that jerk from the coast. Could be a 
mercenary who’s looking for a few good friends. | With GEnie, 
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STELLAR EMPEROR™ 


the prices are competitive. So put some new life into your 
joystick, and sign on. We’ll see just how good you are. 0 Sign 
up now: I. Set your modem for half duplex (local echo) at 
300, 1200 or 2400 baud. 2. Dial toll free — 1-800-638-8369. 
Upon connection, enter HHH 3. At the U#= prompt, enter 
JOINGENIE then press RETURN 4. At the key code prompt 
enter AHL428 5. Have a major credit card or your checking 
account number ready. © For more information in the 
U.S. or Canada, call 1-800-638-9636, TDD |-800-238-9172. 
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100% ORGANIC OPPONENTS 








Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 


Rasadar Carviea Aln 74 


(... 





DESIGN NOTES 


What fell 


s it possible to create a game that combines one on one combat 
with sword and shield, cuthroat political maneuvering, com- 
plex economic struggles, sports betting, the clash of armies, 
family feuds, invading barbarians, empire building, sieges, rebel- 
lions, raising children, civil war, mass murder, divorce, standing for 
election, religion, street riots, slavery, adultery, lawsuits, assassina- 
tion, naval battles and chariot races? Of course it is, otherwise I 
wouldn’t be writing this article. The game is Roman Republic and 
it will be out next year in an online, multiplayer version (on several 
networks, including internet access) and a CD-ROM stand alone 
version (from /nterplay). 

The game is a historical wargame with a heavy role playing ele- 
ment. The action begins in 75 BC (or 677 AUC, Anno Urbis 
Conditae, “Year from the founding of the city,” which was how the 
Romans kept track of the years.) The major clans of Rome, plus a 
colorful array of foreigners, participate in a struggle that can culmi- 
nate in the founding of the Roman Empire, or the disappearance of 
Rome as a major power. Who will prevail? Caesar (take your pick, 
there are several Caesars in play), Pompey, Crassus, Spartacus, 
Cicero, Cataline or some German, Celtic or Eastern prince are all in 
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the running. Sure, the Romans have that great army, all those eng!- 
neers and accountants and the all powerful Senate. But the Romans 
are fighting each other much of the time and their convoluted politi- 
cal system keeps the most important Romans either running for 
office or supporting their allies in a ceaseless round of elections and 
political backstabbing. 

You see, Rome was a democracy, and therein lay a number of 
problems that got solved, after a fashion, by painfully turning Rome 
into an empire ruled by someone called, not an emperor, but a “first 
citizen for life.” Rome was also a city state that had acquired vast 
foreign possessions and did not have the political means to effec- 
tively govern areas as distant, and culturally different, as Spain and 
Armenia (and many others in between). Obviously, this is a situa- 
tion ripe for a good game. But how to do it without creating a com- 
plex monster that collapses under it’s own weight? And how do you 
get away with both an online and stand alone version of the same 
game. 

Most of the problems were solved by doing a similar game three 
years ago. This online game, Hundred Years War, has been run- 
ning on GEnie (and other online services) since 1991. One major 
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advantage of on line games is that they constantly change. Unlike A sesterce is roughly equal, in purchasing power, to a 1995 dol- 
stand alone games, where you put the program on disks and ship it lar. When Caesar was stabbed to death, he was worth some 800 
out, the online game software is always running on a mainframe or million sesterces, the richest man of his time and a few knife 


S, 
Unix machine somewhere and a programmer has to be available to wounds away from “winning the game.” 
fix things that break. 

The players go at it around the clock and, as players are wont to 
do, find things that don’t work, or discover ways to break things that 
do work. Therefore, since you have a programmer around to fix 
things, you find yourself responding to player requests to “change 
this” and “add that.” Hundred Years War is, according to its play- 
ers, the most responsive of the online games in terms of getting 
things fixed and upgraded. Thus over the years we have steadily 
worked out many the of design and interface problems that would 
daunt anyone trying to do a game like Roman Republic from 
scratch. We know what works and what players want. Dan 
Masterson, our chief software guy, has put together a disciplined 
and experienced crew to create both versions of Roman Republic, 
just as he did with Hundred Years War. 

A lot of the problems in putting so much material into a manage- 
able sized game are little more than, “what do you leave in and what 
do you leave out.” In Hundred Years War we had political prob- 
lems with the parliaments of England and France. These could be 
represented in great detail, for they were uncommonly complex 
beasts. But we discovered that a simplified version of the parlia- 
mentary actions was both historically accurate and no burden at all 
on the players. In the Roman Republic we face the same kind of 
problem with the Roman democracy. Instead of just “one citizen, 


one vote,” the Romans had a bizzare setup where each voter (adult "Exploring Ancient Architecturet 
males, only) belonged to three different voting groups (tribe, centu- Cepyright 1395 Graphic Alchemy Productions, Inc. 


ry and “gathering of the plebians.”) Each group voted for different a 
offices and legislation and each citizen had a different voting weight 
(dependent on their net worth, or age, or several other factors) 
While there may be a few gamers out there who would like to see 
that system simulated in every detail, the average player would wear 
out their mouse just going through one years worth of voting activi- 
iy. 

The economic aspects of the game involve managing investments, 
trade, bidding for government contracts and dealing with taxation. 
The Romans had a wonderfully complex bureaucracy, allowing for 
an economic system with a rather modern feel to it. The game will 
present all this in the form of graphics and clearly defined “decision 
screens.” If you don’t bother with the economics, everyones favorite 
lazy servant, Flaccus Celer, will step in and keep your family for- 
tune just barely above water. But if you want to make any serious 
money, you'll have to do it yourself. The economic system of the 
Roman world is displayed in all its particulars, but it operates with- 
out player intervention. If you get involved in commerce, the eco- 
nomic system will respond in a historically correct matter, whether 
you are looting a temple treasury or trying to sell 100,000 captured 
Gauls into slavery. | ee 

There’s also more detail in military matters. The Roman legion is as r ~ a 
modeled in great detail. Raising a good one can be a challenge, as it | 
can only be done in Italy and will be effective only if you can lay 
your hands on sufficient veterant troops and centurions (officers). A 
legion was also an expensive beast, costing 5-10 million sesterces a 
year to maintain. 
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Marc Dultz reports on Avalon Hill’s work in progress 











WORK IN PROGRE 


rue to their word, the boys at Atomic have redefined computer 
wargaming yet again. Like the sweeping Soviet counteroffen- 
sive launched to retake the city of Stalin, Stalingrad recreates, 
hex by hex, every important facet of the fascinating, cataclysmic cam- 
paign which forever sealed Germany’s fate. 

Since the actual battle was waged over a lengthy six month period (a 
time frame of September 13th, 1942 through February 2nd, 1943 seems 
to be generally agreed upon by most accounts) and many thousands of 
units were involved, Atomic Games was required to make a difficult 
design decision. They were forced to either shun the traditional cam- 
paign game their audience has come to expect in either their V for 
Victory series or Operation Crusader, recreate the battle for the city 
itself, replicate the Soviet counterattack and the vain relief efforts made 
by the Wehrmacht or somehow incorporate all of these factors and 
aspects of the campaign into a workable compromise that would achieve 
their loftiest of aspirations. 

Their approach then was to pursue the latter course of action, since, it 
was deduced that particular design path probably offered the least amount 
of resistance by their gaming constituency. Naturally, though, a design 
decision which focused upon every facet of the campaign dictated the 
greatest challenge to the team, in terms of associated complexities con- 
cerning the programming, artwork and necessary research at multiple 
scales and levels of detail. 

Considering that the broad interpretation of the battle encompassed a 
vast amount of territory, a great deal of time and a huge array of units, the 
results of their labors have not only forged an extremely detailed “mon- 
ster” simulation but one that is still immensely playable, given its scope. 
Stalingrad represents a departure for Atomic since the final product 
eschews the traditional campaign game in favor of seven mini campaigns 
set at three different levels of scale and unit density. Scenarios such as 
the tentatively named City Fight are waged at 400 meters per hex and 
involve units in the company and battalion range, while Zanks/, a “what- 
if’ entry hypothesizing von Manstein’s quick relief of the 6th Armee, is 
dutifully fought at a grander scale, or more precisely at 3 kilometers per 
hex and at the regimental level. 


Give it to me in plane English 

As was the case with the release of Crusader, Stalingrad introduces 
us to several new features of the World at War system, which prove 
especially important to this particular battle. First, not only are both the 
Luftwaffe and Stavka available, they can now perform two critical mis- 
sions instrumental to the survival of the imperiled city. They are now 
capable of conducting air supply missions to either intact airfields or front 
line units, and in the latter case do so with far less impunity and all-too- 
often dismal results. Goring’s “gallant” and Stavka’s “stalwarts” can also 
conduct air reconnaisance missions into the enemy’s rear areas, uncover- 
ing not only if the target hex is occupied but those units immediately sur- 
rounding the locale as well. 

Another nuance developed for this monster wargame was the overview 
map. Available at a moment’s notice, the overview map delineates the 
battle lines along the entire front in lieu of the small sectioned off quad- 
rant from which play is administered. Although battle orders can not be 
issued from the overview map, it can be toggled to illustrate where vari- 
ous units are located up and down the extensive frontier. Although 
wargamers have asked Atomic to provide this feature for some time now, 
the overview map was deemed indispensible for Stalingrad because of 
the vast scale involved. 

Similarly, another refinement to the game system is the incorporation 
of an online Order of Battle. Like the overview map, grognards have 
requested an OOB be provided with the game either available online or 
within the documentation. While it would have been nice to have includ- 
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ed the dates of arrival of each unit, the OOB does provide valuable infor- 
mation concerning each player’s respective chain of command. 

Like Crusader, Stalingrad reintroduces their aficionados to some of 
the critical commanders on both sides of the Volga. For the Germans 
there’s von Manstein, von Paulus, Hoth, von Sanger and Raus, while the 
Soviets have Chuilov, Pliev, Rodin, Eremenko, Lelyoushenko and 
Rokossovskii. For those wargamers concerned about play balance, lots 
of hypothetical and historical options have been included. For the Axis 
player, most of the variants concern additional formations and their date 
of availability, while the Soviets are basically dealt a new set of initiative, 
logistical and communication cards. One interesting Soviet variant paints 
a scenario whereby Stalin’s infamous purges never occured. 

Finally, the age old question of the computer AI and how it handles 
combat. As a reference point, I chose to replay the City Fight scenario 
with the German side and tried to replicate history on a day by day basis. 
Most historical accounts claim savage fighting occured at Mamayev Hill 
(in the game its Mamaiev Kurgan) overlooking the city and the Central 
Rail Station on or about Sept 15th through the 16th. Try as I might, I 
wasn’t able to reach the foothill of either landmark until the 19th, some 
18 turns after the battle had been waged. Although, I was eventually fac- 
ing nothing more than occassional HQ’s as defenders, the experiment, in 
the global sense, bode well for the game. 
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does galactic battle in 
Interplay’s new game 


tar Reach (SR) from Interplay sets you against the universe. 
You, your friend and up to two computer players can try your 
hands at galactic mastery. With a cinematic sequence that 
explains why “the balloon went up” SR takes players on a real-time quest 
to conquer worlds. 

After the intro, a configuration menu let’s you set up sound volume (a 
feature all publishers should copy), with separate levels for music, f/x 
and speech, file functions, method of game control (keyboard/joystick), 
choice of scenario and number of players. The mouse cursor appears as a 
large, robotic hand reminiscent of the one in the film The Terminator. 
The hand is well articulated and looks quite realistic performing its vari- 
ous functions. 





That’s progress 

There are twenty scenarios that progress in gradual steps from training 
to advanced, but do not have to be played in order. The first two scenar- 
10s are solitary to let players fiddle around with planetary production, set- 
ting specific goals without worrying about being attacked by others. 
After that they let you out to play with the big kids, to face computer or 
human opponents. Players may assume or play against any combination 
of six alien races and of course, humans. Any players of the same race 
will cooperate, so players do not have to play cutthroat unless they like 
to. 

You and your fellow human use the same computer at the same time, 
using different parts of the keyboard or different joysticks. All the keys 
and joystick buttons may be redefined from their defaults at will, so long 
as they don’t interfere with keys already assigned. 

Star systems have one habitable planet and each planet can only pro- 
duce one thing at a time. Items to be produced fall into two categories. 
They are either planetary improvements (factories, hydroponics, bios- 
pheres, defenses, strip mines, space ports and headquarters) or ships 
(satellites, troop carriers, fighters, repair ships, scouts, troop ship decoys, 
destroyers, missile-launchers, pirate ships and planetary bombers). The 
ships are split up into three groups divided by tech level. 

Players are put in charge of one or more planets and must deal with the 
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“guns or butter” issues as Civilization or Master of Orion do, but on a 
simpler level. Infrastructure may be built up, but if company comes 
while you are building a factory instead of those puny fighters, you may 
not live to regret the day. 

A planet’s tech level is determined by the number of factories. Unlike 
many other conquest games, planetary development does not go on for- 
ever. You can only build three factories per planet and other facilities 
have similar limits. Instead of dozens of stars in SR you will struggle 
over slightly more than a dozen. Building a spaceport gives a player a 
place to hang his ships so that a coordinated strike of up to eight vessels 
may be unleashed upon some unsuspecting enemy. Here again, things 
are small scale. Eight ships per convoy, four satellites per planet for 
planetary defense, etc. The thrust of SR is to get players out there, con- 
quering worlds quickly, rather than a prolonged accumulation of 
resources leading up to a few tumultuous battles. 


The clock Is ticking 

The clock is always ticking unless you hit escape to bring up the game 
options menu. The computer will cheerfully trash you before you can 
exit two or three levels of menus to get back to the main screen. Lest 
those arcaditudinally challenged among you tremble in fear, your ships 
and satellites defend themselves quite nicely without your help; just make 
sure you build enough of them at the right place. 

Offering something for everyone, players have an option to be repre- 
sented by a ship (a most excellent vessel known as a Star Cruiser) which 
flies at the whim of the player. Or you can choose to be a “phantom” 
player and leave all the fighting to the computer. 

SR comes across as a small game aimed at one thing: getting players to 
the fun part as soon as possible, without reading scads of rules and suffer- 
ing through a steep learning curve. The beta fulfills this promise with 
clean almost bug-free play (something many companies seem to have 
forgotten in their finished products), well-written documentation (another 
feature in short supply) and a straight forward, “realistic” yet simple 
game engine, complemented by good sound effects, music and pleasant 
(and for the ships, very sharp 3D rendered) graphics. SR doesn’t attempt 
to reach for the stars, but it should succeed very well on earth with battle- 
weary grognards looking for some light refreshment.U 
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It’s 2023 and the Earth is dying. A survey ship, the 
SS Amazon, takes off to locate an alternative planet and 
disappears. Now, you must discover what hit it. Oh yeah, 
while you’re at it, bring back an alien specimen, find its 
source and destroy it. 

Jon’t breathe too loudly--it might be tracking you. 
Tile sure is. Man-eating slime _— Artillery 















Or is it one of those really ugly things that we don’t even 
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DESIGN NOTES 





few months ago, no one expected Dreamforge™ Intertainment adorned in hieroglyphics so old their meaning has been lost in antiquity. 

to revisit Ravenloft, 7SR’s land of Gothic horrors, yet here we Salvation, both for the party and all those trapped in Har’ Akir, lies in 

are, developing a second CRPG set in that realm. With SS/no deciphering this Stone Prophet.’ It contains clues which may allow the 
longer retaining exclusive rights to develop AD&D computer games, adventurers to escape Har’ Akir altogether, returning to their beloved 
many believed Menzoberranzan would be the last AD&D product homeland of Elturel. But time is short, and the rotting disease which 
released by SS/. Today it appears that distinction may be true of plagues the land is spreading quickly! 

Ravenloft: the Stone Prophet (Prophet). Prophet is driven by a plot more mysterious and involving than that 
The most important questions about Prophet are those every good of its predecessor. Early in design, it was decided that more emphasis 
gamer wants to know. What’s it all about? Where does it take place, would be placed on story than on combat. This does not mean that devi- 
and is the plot as exciting as that of the original, Strahd’s Possession? ous and ghoulish creatures will be missing from Prophet. Indeed, new, 

Though the game takes place in Ravenloft, it involves neither Strahd nor _ never before seen AD&D monstrosities are being created just for this 

the land of Barovia. During this adventure, your party finds itself lured game. Action in the form of pits, spell traps, buttons, levers and tele- 

into a domain of searing heat and desert sands. It is a realm whose porters can be expected, but more importantly, brain will be as necessary 

inhabitants are overcome with despair, for strange desert storms and a as brawn to win the day in this one. 

deadly rotting disease plague the land. The lord of this dry and desolate The plot branches off in many directions, setting the ground for a 

place is Anhktepot, an ancient mummy who lies dreaming in his tomb. story which unfolds new complications with every hour of gameplay. 

He awakens but occasionally, and then to unleash his wrath upon the By delving into an ancient mummy’s past, your party unravels a mystery 

inhabitants of Har’ Akir. leading to the Stone Prophet and the fulfillment of its arcane prophecy. 
From the first, your party of adventurers finds itself battling both a Much as we would like to reveal the plot in more depth, it isn’t possi- 

hostile environment and a variety of opponents. This proves but a small ble to do so without compromising the air of mystery we’re trying to 

part of what lies ahead, however, for a tale of mystery, betrayal, and create for Prophet. We can tell you that the ending of this game avoids 

conflict as old as Har’ Akir itself awaits. the stereotypical battle between the party and the Ultimate Bad Guy. 
Scorned by many of those encountered in Har’ Akir and befriended by Indeed, Anhktepot is so powerful that only the strongest party can sur- 

few, the party crosses paths with a blind seer. She is a mystic who long vive in his presence for long. There are plenty of fireworks to look for- 

ago lost her tongue as well as her mortal vision. Finding a method to ward to, however. They depend more on heroic resolve and foresight, 

communicate with this enfeebled seer links the party to a centuries old and even upon the making of ethical choices, than they do on the party’s 

prophecy, one hidden beneath a great obelisk unearthed in the fierce scavenging a super weapon for use on the final level. 

desert storms. The prophecy itself takes the form of an ancient wall, one A great deal of time was spent reviewing on-line comments concern- 


ing the original Ravenloft. From those, we found a few ways to make 
the game more playable, including the implementation of new spell 
menus. In Prophet, spellcasting becomes more manageable as game 
play stops while you activate a much larger spell window and take a 
moment to consider your choices. 

The enhanced 320x400 smooth-scrolling driver currently being used 
for Menzoberranzan will be used in The Stone Prophet as well. The 
first thing you'll notice is how much more dynamic and realistic the art 
looks. Textures for walls and floors were created using images imported 
from various 3D texture libraries. Creatures and NPCs are drawn in 
scale when standing right before the party, meaning they are displayed 
in greater detail than in the original Ravenloft and with little of the pix- 
elization so common in other smooth-scrolling games. 

There is more good news for players of Strahd’s Possession who 
have held onto their save files. You will be able to import your charac- 
ters into Prophet. 

In all, Ravenloft: the Stone Prophet combines the most popular 
aspects of the original with improved graphics and playability, while 

anette ee taking the player on a Gothic adventure through one of the most extraor- 
Just fly over the old codger dinary realms in Ravenloft, the desolate and deadly sands of Har’ Akir.O) 
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Geoff Keighley takes an early 
look at id Software’s next game 
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corned by the other people of Earth, the Sidhe possessing 
a powers of their own, remained unaffected by the spell of the 
Riders. The Sidhe are now considered the Heretics, the 
unclean, fit only to be wiped from the face of the Earth. The disciples 
of D’Sparil conspired with the kings of the earth to remove the last 
lands of apostasy. And while the armies of the seven nations gathered 
to destroy the Sidhe, the Elders convened to discuss the fate of your 
people. When all voices had spake against the Order, the seven Elders 
extinguished the seven candle flames simultaneously. At that silent 
instant, a brilliant flash of light came from the east, and the armies that 
had gathered against you were no more. 
Drained by their efforts, the Elders fell to the floor, listening to the 
single painful scream echoing from the now-scorched battlefield. 
But then the forces of the Abyss took their vengeance. The ether 





had quaked with the magic effort of the Elders’ action, and the curse of 


the Order followed the trail unerringly to the Elders’ conventicle. 
Suddenly the foul odor of death came and the earth opened to engulf 
the Elders in flames; the white-bright fire clinging to their flesh, know- 
ingly and eagerly eating each layer of skin. Too, pouring forth from 
the earth like squirming maggots, came the forces of evil both beast 
and undead. They attacked in hordes like packs of dogs, first sur- 
rounding the weakest and biting and clawing their victims to the 
ground. As each Sidhe fell several beasts would gather to chew into 
their bellies like pigs into slop, their heads often deeply submerged 
into the gut with the victim’s intestines slung half-eaten upon their 
own squirming bodies. When the day was done, the few remaining 
Sidhe were scattered throughout the land. The Abyss had taken the 
tomes and artifacts of your people as spoils of their victory. Alone, 
without weapons, the surviving Sidhe would surely perish at the hands 
of the Order of the Triad. The Elders’ destruction of the seven armies 
had gone for naught. 

While the other Sidhe hid, their spirit broken, you thirsted for 
vengeance and rode East into the wilderness, in search of D’Sparil. 
Now you stand before the City of Undead, its air thick with the stench 
of rot. Your hate drives you to see these creatures oozing their heart’s 
ichor before you. Beyond these gates the dead and the creatures of the 
night writhe in dark corners, their bodies aching for your blood. With 
luck, some of your peoples’ ancient artifacts can be found hidden 
amongst the dark passages beyond. For with only a staff as your 
weapon, the world is surely damned. 


Why Heretic kicks butt: 
— Smack your friends around in network and modem play... 

Like DOOM, HERETIC supports up to four players via network, 
or two by modem. 

Cooperate with your little buddies , or play “deathmatch” like a 
man: slaughtering your pals with the same glee you once reserved 
only for the monsters! 

— Fly 

With Inhilicon’s Wings of Wrath, you can fly high above hazardous 
terrain to rain terror upon your unsuspecting enemy. 
— Look up/look down 

Ever wonder what the hell was smacking you in the head? Now 
you'll know, ‘cause in Heretic you can look up to see the beastie 
before he scratches your eyes out! 

— True color transparency 

This works for creatures, items and players: “invisibility” in full 
color with the mystical Shadowsphere! 
— Unique power-ups for every weapon 
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When fully equipped the player can select among seven weapons 
ranging from a simple staff to the awesome Phoenix Rod. Between 
these extremes are the Ethereal Crossbow, Firemace, Hellstaff, 
Gauntlets of the Necromancer, and more! 

As if your arsenal wasn’t destructive enough, acquire Tyketto’s 
Tome of Power and the strength of every weapon in your inventory 1s 
increased! This includes new effects for each weapon, too. Amaze 
your friends, then kill them. 

— A host of horrors 

Fantastic and frightful, the terrors of Heretic include Undead 
Warriors, Sabreclaws, Weredragons, Ironliches, Golems and more.... 

Awesome artifacts 

Schedule a buddy’s death with Delmintalitar’s Time Bomb of the 
Ancients! 

Or watch your foes run like chickens when faced with Torpol’s 
Morph Ovum. 

— Hostile Environments 

As if the enemy wasn’t bad enough, the actual world of Heretic is 
hostile — struggle against heavy winds, river currents, lava-spewing 
pits, and ice-covered surfaces. 

Heretic for the PC will be released as shareware in December of 
1994.0) 
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CD ROM coming soon 


Available on: PC Compatibles, 386 or better with Microsoft Windows™, 4MB of RAM, 
3.5” High Density Floppy, Hard Disk Drive, Mouse, VGA or SVGA color graphics. Sound 
Support for Sound Blaster AW32, Sound Blaster 16, Sound Blaster Pro and 
Compatibles, Pro Audio Spectrum and Roland. Also available on Macintosh with 4MB 
of RAM, and Hard Disk Drive. 


1 The Avalon Hill 
Game Company 


DIVISION OF MONARCH AVALON, INC. 
4517 Harford Road ¢ Baltimore, MD 21214 





Flight Commander 2 can be found in computer game stores near you. For order information 
or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. SP 12 





PANZERS EAST 


Designer Ed Rains takes us on a long trek eastwards 





DESIGN NOTES 


anzers East is the name of Arsenal Publishing’s new 
pod WWII grand-tactical armor game. Based on Arsenal’s 

TacOps, Panzers East turns the clock back to the early 
1940’s in Eastern Europe, and places the computer gamer squarely in 
command during some of the most famous and crucial battles of the 
Twentieth Century. Historical research, unit and game data, scenario 
design, and documentation are being done by Ed Rains, one of the 
original designers of Three-Sixty Pacific’s V for Victory series, and 
co-author of Arsenal’s recent Utah Beach Battlebook. 
Programming is being done by I.L. Holdridge, designer and pro- 
grammer of Arsenal’s TacOps. 





Look ma, no hexes! 

Like TacOps, Panzers East is grand-tactical in scale, intermedi- 
ate between traditional tactical games and operational-level simula- 
tions. Most units in the game represent platoons and companies of 
tanks, infantry, and support weapons, although dispersal to individ- 
ual vehicles, guns, and squads is easily accomplished if the player so 
desires. Also like TacOps, the time scale of Panzers East is one 
minute per game-turn, and the realistic terrain map does not use 
hexagons. But then the similiarities between the two games end. 
The map scale of Panzers East is 5 meters per pixel, half that of 
TacOps. This means that a kilometer now measures nearly three 
inches on the screen, and most screens will show only six square 
kilometers at a time. The scale change (in effect, a 50 percent zoom 
in) allows larger unit symbols and graphics, with recognizable vehi- 
cle silhouettes. By setting the minimum requirements for the 
Macintosh version as System 7 with at least 4 MB of RAM reserved 
for the program, 256-color graphics are now possible and will be fea- 
tured. 

As the name implies, Panzers East covers action on the Russian 
Front from 1941-1945, with each scenario representing a separate 
engagement. More than twenty historical scenarios will be included 
in the box, each with a large number of possible variations. In addi- 
tion to the 20-plus ready-to-play scenarios, players will be able to 
create their own customized scenarios, using any of the map files 
included in the game, and standard TO&E unit templates (also 
included). 

Scenarios in Panzers East will range from small infantry-only 
actions, with a few squads on each side fighting on a battlefield cov- 
ering only four square kilometers, to huge armored engagements 
with hundreds of vehicles fighting on a battlefield covering 50 or 
more square kilometers, such as the climactic battles near Kursk. All 
the famous German and Russian armored vehicles of WWII will be 


included, from the tiny PzKw I and T-60 light tanks right up to the 
mighty King Tiger and JSU-152. Also included for use in player- 
selectable variants and options will be late-war “might have beens” 
like the enormous German Maus and the Russian JS-III heavy tanks. 
Each vehicle is accurately modeled with respect to armor locations 
and thicknesses, weapons ranges and capabilities, mobility, and 
“soft” factors such as command/control and crew capabilities. Most 
of the different types of infantry and heavy weapons units fielded by 
both sides are also included, along with realistic treatments of off- 
map artillery barrages and tactical air support. 


Real (not just realistic) terrain 

In what may be a first for a tactical computer game, at least some 
of the scenario maps will be accurate representations of the actual 
terrain of the battle being depicted. All maps will utilize 256-color 
graphics, and some maps may have as many as four different terrain 
elevations. 

Players in Panzers East will be able to command either side 
against the computer or another player. The game will also allow 
two-player play by network, by direct modem connection, and by 
BBS e-mail. Using the already-capable TacOps computer opponent 
as a Starting point, the computer AI will be fine-tuned to provide a 
challenging opponent that utilizes historically accurate tactics for 
both Russians and Germans. 


Panzers East 
given top priority at Arsenal 

Due to the overwhelmingly enthusiastic reception with which 
gamers have greeted the Macintosh version of TacOps, Arsenal has 
decided to defer completion of its recently-announced D-Day: 1944 
game, and instead will concentrate all its efforts on a Ist quarter 
1995 release of Panzers East. This decision was made with the full 
support of designer Ed Rains and designer/programmer I.L. 
Holdridge, who have been working together on both D-Day: 1944 
and Panzers East. The critical factors in this decision were the cho- 
rus of requests from customers and enthusiasts asking for a WWII 
version of TacOps, and the complete impossibility that both of the 
new games could be developed simultaneously (there just aren’t 
enough hours in the day or days in the month, at least not on this 
planet). While Panzers East will be a significantly different game 
from TacOps, its lineage will be clear. | 

The Macintosh version of Panzers East is currently scheduled for 
release in the Ist quarter of 1995, with the PC Windows version fol- 
lowing in the 3rd quarter of 1995.0) 
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Some very early art work from Panzers East 
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The Pure Wargame 


is the first in a new series from. 
dee with each volye 


- TPW involves eight different = 
mbodies the actual units, specific landing sites, ~ 
“on tactical level operations of airborne warfare “™ 
weegioht scenarios include Arnhem, Maleme, 
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. TPW embodies the real feel and challenge of airborne 
yaming expenienge as opposed to just a Tactical Wargame. 
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Peter Smith investigates 
Steve Barcia’s hot new design 





PREVIEW 


aving completed work on Master of Magic, Steve Barcia and 
the rest of the SimTex crew have gone right to work on Mech 
War. | was lucky enough to get an early look at this work in 





progress. 

And it was very much “‘in progress” when I saw it, too, so bear with 
me if some aspects of the game change slightly between now and when 
Strategy Plus brings you a full review. 

First, the pigeonhole. Mech War (MW) blends aspects of Dune II, 
MechWarrior and Master of Magic to produce a product which should 
appeal to fans of any of these prior games. The player takes the role of a 
noble in one of several houses. These houses together form an ever 
expanding interstellar empire, but the overall goal for the player is not 
conquest per se. It is to gain fame and notoriety (often through conquest, 
granted) in order to gain control of his house. 

In order to do so, the player must carry out specific missions on fron- 
tier planets of the empire. Some missions are fairly pacific — establish a 
profitable colony — while others are much more militaristic — destroy 
the colony of another house. In between these extremes is a range of 
other mission goals. The player is given a choice as to which of several 
missions he wants to undertake at any given time. 


Mission Choices 

Having chosen a mission (playing a single mission should take about 
an hour, by the way), the player is given a budget with which to purchase 
an initial selection of mechs (for the few people in our audience who 
don’t know, a mech is basically a huge war robot operated by a human 
pilot) and buildings (repair depots, manufacturing facilities, etc.). If his 
budget is insufficient he can contribute his own funds to the mission bank 
account. Initial selection of resources will be strongly influenced by the 
goal at hand. Fora purely military mission, the player may choose a sin- 
gle repair building and lots of fighting mechs. A research mission would 
require labs and research facilities. You get the idea. 

Next a landing site on the planet is chosen, and the initial forces are 
placed. Gameplay proceeds in real time, with the player having to devel- 
op his colony while deploying his mechs and keeping a sharp eye out for 
the enemy. Mechs can be given orders such as guard, patrol, attack 
another mech, or simply go to a specified position. The playing field is 
shown from a three quarter perspective and takes up most of the screen. 
To one side of the main field is a small map of the entire colony area, a 
window to display information on whichever unit is selected in the play- 
ing field, and a few command buttons. 

You can see traces of the Master of Orion, Master of Magic pedi- 
gree in MW. For one thing, the player can design his or her own mechs 
by starting with a basic body type and specifying the engine, computer, 
armor and so on. This is an especially pertinent aspect of a game based 
on mechs, as I know board game mech-heads can wile away hours just 
coming up with new designs to test against one another. 








Technology, too, is reminiscent of the earlier games. There are about 
50 different tech systems to research. Once a player discovers a new 
technology, he will have sole access to it for a while. Eventually though, 
another house will discover the same tech, and at a certain point all the 
houses will automatically be given this new tech (i.e., it becomes com- 
mon knowledge). As is so often the case in interesting games, the player 
is faced with the old guns or butter’ dilemma. That is to say, should you 
funnel resources into weapons, or into establishing a healthy growing 
colony that can research new technologies? 

The colony needn’t be totally independent, however. Once a month a 
transport ship will arrive. It will pick up ore or goods the colony has pro- 
duced, and drop off supplies the colony needs, as well as replacement 
pilots. After all, this is war and there will be casualties. 

The wise player will regard fighting units as being composed of two 
elements, the mech itself and the pilot inside. The mech has certain set 
characteristics, i.e. weapons systems, armor rating and so forth. 
Moreover, mechs can be replaced or repaired fairly easily. Pilots, on the 
other hand, are much more delicate. Each pilot has a set of ratings which 
will improve over time, assuming the pilot can be kept alive long enough 
to grow long in the tooth. As well, pilots are only replaced when the ~ 
transport ship shows up. In this game men, not machines, are going to be 
your most valuable commodity (which is how it should be, in my opin- 
ion). 

A pilot doesn’t necessarily die every time a mech does, though. In 
fact, the damage model for mechs will be fairly detailed. A mech can be 
rendered helpless by having a leg shot off, having its weapons systems 
destroyed, or having any of a number of other limited, but crucial, dam- 
age points taken out. And yes, it is possible for the cockpit to take a hit, 
killing the pilot but leaving the mech basically unscathed. 

MW is a game of imperialistic expansion. You make your name on 
the fringes of the empire, and as you push back the frontier the colonies 
you established earlier are taken over by the bureaucrats back home. As 
the game progresses the empire discovers it is not the only force in this 
corner of the galaxy. An alien race will be encountered, and eventually 
the player will find him or herself fighting not only the other houses, but 
this alien race. 

It remains to be seen just what SimTex plans to do with this aspect of 
the game. Will the various houses tend to band together against the alien 
race? Or will this be the equivalent of not accepting the counsel’s deci- 
sion in MOO and cause all the houses to gang up on you? (You know, 
‘House Arilon is embroiled in combat with an alien race! Let’s strike 
now while their resources are needed elsewhere!”’) In fact, this early ver- 
sion of the game gave very little info on how the political situation in 
general will affect the game. One assumes there will be alliances and 
such, but only time will tell. (There is an enticing button marked Spies 
but thus far it is nonfunctional! Arrghh!) 

Mech War should keep strategy buffs happy until the next SimTex 
game comes along. These folk are on a roll! I hope that this preview has 
whetted your appetite for the complete game as much as playing with this 
early version has whetted mine. MW seems to be similar to the earlier 
games, but on a bite-sized scale. Keeping track of the minutiae of estab- 
lishing and running a colony should give the game a more personal feel 
than that of the others. The combat is fairly abstract — those of you 
looking for yet another mech simulator will have to go elsewhere. The 
real time aspect of the game will keep players on their toes, and I am 
happy to say that thus far there are NO arcade aspects to the game — this 
is pure strategy. We’ll be keeping an eye on Mech War and a full 
review should be forthcoming in Strategy Plus soon. Stay tuned! 
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he realms of Might and Magic are expanding! New lands 
have been discovered, and you must vie for their control 
against three other warlords. Now is the time to summon your 
heroes, recruit your armies and lead them to victory. Control 
every resource in your empire from your castles, docks and guilds 
to your archers, dragons and ogres. Keep a level head and an iron 
_ fist as you strive for total domination in the world of Heroes of 
Might and Magic. 


Over two dozen different monster types 
Customizable computer opponents 
Dynamic musical score 

Intuitive point-n-click interface 
Exquisite SVGA Graphics 

Indefinitely replayable 


Available at your local software retailer or 
order direct from New World Computing at 
1-800-325-8898 (818-889-6070 

outside the U.S.), or by mail: 

P.O. Box 4302 Hollywood, CA 
90078-4302 








BULLFROG AT SIX 





Geoff Keighley interviews Peter Molyneux 


eoff Keighley/S+: What’s the inspiration for the remark- 
able ideas you bring to life? 
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Peter: To tell you the brutal truth, | honestly don’t know. Ideas just 
come to me for some reason, | guess it depends on the environment 
which I am in. An idea could come to me while I’m eating, or when 
I walk through a shopping arcade, but I don’t just sit down and 
“think up” ideas; my mind doesn’t work that way. For instance, for 
the forthcoming Creation game, which is an underwater game using 
the MC engine, a scuba diving course last summer provided me with 
that vision. 





S+: Some critics complained that Theme Park was too ambitious in 
its design, and that it may have just asked the player to do too much. 
What's your response to those criticisms? 


Peter: | agree to an extent. I think we may have made the learning 
curve a little too high, and we should have introduced things a little 
more slowly. Still, the press reaction to TP has been great over here 
in Europe and Japan, but we were disappointed with North America. 
For what was called the ‘““Game of the Decade” here in Europe, the 
U.S. was less enthusiastic. 
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S+: Personally, I really enjoyed it. Do you think players were too 
quick to judge the game? 


Peter: I don’t want to complain about the reviews, but I think one 
area that everyone missed was the ability to build other parks in 
other parts of the world. For instance, there are new rides which 
become available in other countries besides Europe, and I think a lot 
of players just decided to work with their initial park, and never auc- 
tion it off. Another area which we forgot to mention in the manual 
is the network mode! If you type Theme -m (number of players) 
minus the brackets, up to 16 players can compete. It’s a lot of fun, 
because there are options to send bikers into other parks, and fun 
stuff like that. 


S+: 1 know that TP is just the first of a planned ‘designer series” of 
games. How do you hope this series will evolve? 


Peter: Well, we’re currently developing the /ast game in the design- 
er series, which will be out around Easter of 1995. It’s called 
Biosphere. You have to prepare a planet for a colony ship which 
will be arriving. Eventually, the goal 1s to create a thriving planet, 
which is self-sufficient. You have to make sure that the colonists 
will be able to live on their own, and also make sure that the beasts 


e of he ee successful game designers in the world, with over 10 years 
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on this planet don’t eat the colonists! After we finish Biosphere, we 
already have plans to do a Theme Hospital, Prison, and Shopping 
Mall, all using a variant of the MC engine. 


S+: Tell me about the inspiration for your newest game, Magic 
Carpet? 


Peter: | really like flight simulators, but I hate having to learn all of 
the key combinations [get a Thrustmaster WCS Mk II, Peter! - Ed.]. 
For instance, before you take off, you have to press and learn 50 
keys. Here, you don’t even need to press a key. You move the 
mouse, and go in that direction. To cast a spell against other wiz- 
ards, press the mouse button. There 1s no on-screen interface, and | 
really believe this is the most intuitive interactive experience you 
could imagine. Think of MC as what a flight simulator would be 
like in an arcade. 


S+: How are you going to keep die-hard gamers interested in MC, 
despite its simplistic interface? 


Peter: Well, although the game looks simple on the surface, there 
are a lot of user configurable options. If you have a scanner, you can 
scan in contour maps for terrain. Also, network and modem play 
will really be a hit in this game. The battles are a lot of fun, as you 
can fly through canyons chasing your competitor. It’s unlike 
DOOM, where one shot of the rocket will kill your opponent; I don’t 
think that’s fair to either player, so our battles will last a few min- 
utes, and be much more involved. 





Peter Molyneux 
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Magic Carpet 





S+: I’ve heard that a Syndicate sequel is now in production, what 
can you tell us about it? 


Peter: Well, the game is going to use a version of the MC engine. 
That means you will be able to chose the camera angle, so the game 
can be played in a first person perspective, or you can zoom out to 
the same angle as the original Syndicate. All the buildings are vec- 
tors, which means when they blow up, you will actually see the 
walls crumble. Another feature I’m very proud of is the real-time 
light sourcing, so when your agent is walking down a street, he can 
shoot out the lamps and cause the street to become dark. One of 
my criticisms of Syndicate is the fact that you could never really 
see inside the buildings. In Syndicate 2, you can actually walk 
inside of a building in first person, or blow up a wall, so you can see 
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Magic Carpet 


inside. This game is still in the early stages of development, sched- 
uled for a late 1995 release. We’re also using this engine for a game 
called Dungeon Keep, which is our most original game to date, but 
I don’t want to divulge too much about that game at this point. 


S+: Ifyou were able to address all the game developers in the world, 
what would your message to them be? 


Peter: Simply put, if you aren’t having fun playing your own game, 
don’t release it. Take time to develop the gameplay first, and then 
work on the technology. 


S+: But some developers can't afford to scrap a game after it’s com- 
pleted because it’s not fun to play. What do you have to say to that? 

















Low Speed Yoyo. 


Barrel Roll. 


The Immelman. 





Rollaway. 


Peter: | realize that, and it’s unfortunate. Thankfully, we have a 
huge luxury of throwing away games if they aren’t fun, because our 
previous products have been so successful. Still, if developers 
worked on the gameplay first, they would know after a few months 
of development if their product was going to work. For example, 
MC was simply a game with no graphics for about a year, so we 
could work on gameplay. Then we added the texture mapped graph- 
ics after we were happy with the gameplay. We’ve been developing 
the game for three years now, and for the last year, all we’ve been 
doing is tweaking the gameplay to get it perfect. 


S+: So I can assume that we aren't going to see full motion video cut 
scenes in your future games? 


Peter: No, we’ve been asked to produce some of those Hollywood 
games, but right now, I don’t think the technology is there to make a 
good product. We’re conducting research on ways to integrate actors 
into games seamlessly, but that technology won’t be ready for a few 
years. 


S+: All of your games give the user a lot of control and power in the 
game, where you are in charge of a number of individuals. Do you 
purposely do this, and if so, why? 

Peter: Yes, I think everyone wants to engender a huge feeling of 
power in a game, power which you normally can’t use. In MC, you 
can actually create volcanoes and natural disasters. Things like this 
are fun because you can’t do them in everyday life, and they make 
you feel powerful. To put it bluntly, | make games so you can feel 
that any sucker in the game is toast if you decide to execute your 
power upon them. 


S+: What kind of development cycle occurs at BullFrog? Do you 
concentrate on one product at a time, or have a number of teams 
which produce independently? 


Peter: We have a number of teams here that work independently. | 
lend a helping hand all the time, and give them feedback on the 
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design. At the end of each week, we gather everyone together, and 
the teams unveil what they’ve been able to accomplish. So there is 
really a feeling of competition between the teams, which in turn, 
leads to a better product. 


S+: Finally, what's the deal with that advisor in TP? Is he really 


you in disguise? 


Peter: (laughs) No, I’m not the advisor, although we do share the 
same hairline.) 
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all in troops! War documentaries. No doubt, you’ve probably 
sat through them with a Coke and a bag of Cheetos time and 
again. They’ve appeared on just about every basic and cable 
network you can channel surf across, running up against everything 
from Saturday morning cartoons to late night infomercials. To those 
who could care less about em, there’s always the option of watching 
Julia Child promoting a Ginsu Blender, or Beavis & Butthead learning 
to tango. If you’re like most grognards however, you’d probably pre- 
fer to leave that remote control alone and watch the Battle of 
Stalingrad for the umpteenth time, thank you very much. 

The reason most grognards are so enamored with war documentaries 
is really quite simple. Apart from holding a grenade’s clip in your 
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clenched teeth and dodging .50 caliber bullets, war documentaries are 
as close as most of us will ever get to actually being there. From the 
safety of your wall-to-wall carpeted den, war documentaries will take 
you through every phase of the battle, from the very first minute the 
artillery shells land to the day the weary survivors are marched off to 
godforsaken POW camps. If the documentaries are excruciatingly 
detailed yet thought-provoking (like most are), they fill a space 
between those sometimes overly-dry history books and third hand, “I 
took Omaha Beach all by my lonesome” eyewitness accounts. 

The point of all this is not to present an Emmy here for the best 
blood and guts flick according to wargamers’ standards. Rather, it is 
to suggest that what most wargamers find truly fascinating in war doc- 
umentaries has heretofore been sorely omitted in just about every com- 
puter wargame published to date. Apart from a now dated C-64 game 
called Modem Wars, | can’t seem to recall another wargame that has 
ever attempted to replay a battle as if it were a saved film (Robosport 
has this excellent feature, but of course it’s not very historical). Many 
of you might ask: why would a wargame even need such a feature? 
Who cares if that blazing Tiger tank wasted a score of British vehicles 
on turn six rather than turn nine? Actually, if you’re the least bit inter- 
ested in how that Tiger tank waxed twenty Sherman Firefllies, you 
should care. 

Computer wargaming, specifically modem gaming and e-mail play, 
traces its ancestry back to the golden days of PBM or play-by-mail 
board wargaming. PBM gaming did, and still does, attract an impres- 
sive following because it allows two or more individuals to play a 
game at their leisure, especially if they are separated by either mere 
blocks, a few miles or several time zones’ distance. As gamers age, 
however, their familial responsibilities increase, and their available 
leisure time shrinks proportionally. PBM has salvaged many a gaming 
career just when the gaming cobwebs have looked like they’re about to 
overwhelm. 

Like life, PBM gaming is a rollercoaster ride, however, with plenty 
of ups and downs. The fact that PBM gaming requires a great deal of 
record keeping, for instance, can become a daunting proposition even 
for its most ardent supporters. Keeping track of every unit’s location 
can prove to be an extremely tedious as well as labor intensive task. 
On the other hand, these very same bookkeeping chores serve as a 
rather rudimentary road map of the tabletop battlefield, delineating 
where a unit moved, bloodied the enemy and perhaps met its ultimate 
demise. Essentially, the player learns about the game and his oppo- 
nent by reviewing his notes, perhaps even slowly replaying each turn 
like some crank-driven, black and white newsreel. PBM record-keep- 
ing, then, functions as a useful history of the progress of the game. 


Dreams Die 

Now let’s return to the focal point of this column, computer 
wargames. Many of the most popular computer wargames have thus 
far proven to be — at least superficially — a dream come true. 
Although many of the releases still sport rather weak AI, at least many 
of the bookkeeping chores, the setup time issues and spatial require- 
ments have been reduced to a minimum, thanks to a tiny little wafer 
from the folks at /nte/ et al. Unfortunately, beyond the additional 
improvements to such aspects as fog of war and the long sought after 
inclusion of modem and e-mail support, that’s where computer 
wargames have stopped to hold ground so far. 

No real attempt has been made to either save a finished game or one 
in progress in order to watch it unfold at a later date (think of the 
tremendous replay features built into almost every major flight simula- 
tion by comparison). Wouldn’t it be wonderful to see those huge, 
arrow-headed pincer movements (the type we’ve seen in countless dia- 
grams and animated illustrations) developing, as they slowly take 
shape and strangle the defender’s pockets? Wouldn’t you really like to 
see how that Tiger tank drove from the outskirts of Paris to the 
Norman countryside, dodging countless strafing runs and enemy coun- 
terattacks? Sure, you could save every game turn and see what hap- 
pened at the end of each turn, but is that what we want? 

Perhaps, just perhaps, we'd really like to see what we’ve been 
watching on the boob tube all these years. Swords crashing down on 
shields, tanks lurching like jello with every shot given and taken and 
yeah, we’ll even take little square counters moving tediously from hex 
to hex, if that’s the best we can expect. Something more, multimedia- 
style, might be nice — if done properly to accompany the kind of in- 
depth gameplay wargamers are used to.U) 
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This month: 
Our discussion focuses on supporting arms 


Figure 1: smoke between you and the enemy S 









se your supporting arms — artillery, air defense, and air — to 
suppress the enemy, destroy or disrupt his units so you may 
attack them, or to screen forward movement of your forces. 
In order to use artillery to destroy or disrupt the enemy, you must first 
have detailed knowledge of where the enemy is. This means you must 
move slowly and deliberately until you have spotted them. In M1 Tank 
Platoon, you can either do this by bounding forward (as we discussed 
earlier in the column) or by using scout or attack helicopters. To screen 
your movement, you can either place smoke on known enemy positions 
or in between you and the enemy position. 
In M1 you have three types of artillery support: Mortars, 155mm 
Howitzers, and Multiple Launch Rocket Systems. Mortars are relatively 


small and most effective for attacking infantry and firing smoke missions. 


155 Howitzers also have two types of round, White Phosphorus and HE. 
WP builds a smoke screen quickly, but it dissipates rapidly. HE is good 
against light armored vehicles such as BMPs, but less so against main 
battle tanks. Finally, MLRS fires Improved Conventional Munitions that 
will explode as regular HE rounds if they hit a soft surface or as High 
Explosive Anti-Tank rounds if they hit a hard surface. They are effective 
against all types of targets. 

If you have mortars and howitzers, first fire 155WP to build the smoke 
screen rapidly , then sustain it with the mortars. This builds a long dura- 
tion smoke screen. Figure | shows one way to fire the smoke to screen 
your movement. 


Or Smoky 

Speaking of smoke, let’s digress and cover how to use the smoke 
grenades and engine smoke on the M1 and other vehicles. Use onboard 
smoke as a short term screening device to get you out of a fatal situation. 





A good example of this situation is the following: you are on a hilltop, 
and begin receiving direct fire from enemy tanks or helicopters. Pop 
your smoke grenades and back up. Backing up places the smoke in 
between you and the enemy. If you drive forward your own smoke high- 
lights your vehicles and functions as a “shoot me” sign. Figure 2 shows a 
smoke salvo from an M1 from the back. Notice the vehicle is screened 
from the front. 

Use engine smoke the same way. Sometimes you may want to use 
your M1’s smoke to shield vehicles behind your lead platoon. For 
instance, you are attempting to get up on the objective,and you want to 
shield your Bradleys or M1 13s from enemy fire. Place the M1’s in line 
or wedge and the infantry in wedge behind them. Turn on the smoke and 
it will conceal them from enemy fire (of course, you may also lose one or 
two of your tanks). It is better to use artillery and place smoke in front of 
the enemy position instead of using your own smoke. Figure 3a shows 
the screening effect of engine smoke. 2 Bradleys are behind the tanks. In 
Figure 3b you can see them just to the left of the last tank and to the nght 
of the last smoke cloud. 


Smoking gun 

Moving back to artillery now, how do we use it to destroy the enemy’? 
Again, you must first find the enemy. In M1, zoom down to maximum 
magnification and place the cross hairs on one vehicle to have the best 
chance of knocking someone out. Adjust the aim point after each volley. 
If you have two kinds of artillery support, shoot HE or MRLS at the tar- 
get and use Smoke or WP to screen your advance (remember that you 
can see through smoke and the enemy can’t). Continue the bombardment 
until your tanks are on top of the enemy. Then shift the fire to the most 
likely or known enemy positions. Figure 4 illustrates this technique. The 
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Figure 2: smoke grenade salvo from behind tank 
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Figure 5: Apache 


final rounds of an actual prep are frequently marked with WP, or you can 
time it so the final rounds burst on the target as you drive up on the objec- 
tive. 

When firing artillery at a moving enemy, remember to time it so it will 
land on the enemy where he will be when the rounds come in instead of 
where he was when you called for it (Figure 4a shows the aiming point 
for the HE. Notice the smoke screen still in front of the enemy. Figure 
4b shows my tank coming up on the enemy while the artillery prep is still 
coming down). 


Helicopters and close air support 

These weapons are essentially flying artillery. They can place a 
large amount of fire on the enemy. In M1 they tend to overfly the tar- 
get and get destroyed, so be careful. First find the enemy with your 
ground force, then call them in. If you have a scout helicopter, fly it 
forward to find the enemy, then send the attack helicopter or A-10 in 
toward the enemy. You can also use the results of its reconnaissance 
to find unguarded routes into the enemy rear. Scouts have a limited 
endurance, so call them only when you are sure of a target. They take 
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Figure 3b: platoon screening 





Figure 4b: coming in on the enemy 


Figure 6: Vulcan firing a Frogfoot 


a long time to return. Notice how the helicopter also uses hull down 
positions by flying very low and using the hill for cover. We will 
cover helicopters in a future column. Figure 5 shows a hull down 
Apache scoring a hit. 


Air defense 

The Vulcan is not a very effective weapon in M1. Place Vulcans on 
overwatching hills and wait for enemy helicopters. Be aware that 
Vulcans are least effective when firing on the move; they are, however, 
very effective against infantry and light vehicles. (In fact, during Desert 
Storm my division used them very effectively while clearing the Iraqi 
trench line.) Figure 6 illustrates placement of the Vulcan. 

That covers it for this month. Next month we will put the last few 
columns all together.U 





Mike Robel is a former armor officer and now works for Logicon 
Technical Services in Birmingham providing battle simulations to the US 
Army. He may be reached on CIS at 76446,1444. 
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in many scenarios. 


Once units are purchased the player 
deploys his forces within certain areas of the 
battlefield. The bulk of the screen shows a 
portion of this battlefield from an overhead 
perspective in very nice SVGA fashion. 
Along the right edge of the screen is a map of 
the entire battlefield, an information box, var- 
ious command buttons, and a small window 
for showing atmospheric graphics. Scenarios 
have a time limit, and the majority of victory 
points are won by holding certain terrain. 

The idea is that the player issues a unit 
orders, and the unit carries these orders out in 
a semi-intelligent fashion. Click on a unit, 
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But I’m putting the 


IC is a real time strategy game meant to 
recreate, in a general fashion, some of the 
famous battles of WW2. Yes, I did say real 
time, and no, there are no multi-player 
options of any kind, so it’s time to bid adieu 
to all the hardcore wargamers out there. My 
first instinct, if you pressed me for a one line 
description, would be The Perfect General 
in real time. As in TPG a scenario starts with 
the player being given a set number of build 
points, and buying a selection of units to fight 
the upcoming battle. Each unit represents a 
squad of infantry or a single tank or field gun. 
Off screen artillery and air strikes are offered 





RON CROSS 


ron Cross (IC), from New 
Computing, will have you leaning for- 
ward in your chair, staring at the screen. 
I?ll say that much for it up front. 
another of those games that, while pleasant, 
might have been great. 


drag out a movement path, and the unit will 
follow that path. Click on a targeting button 
and potential targets are highlighted in blue. 
The player can force the unit to attack a spe- 
cific target, or just let the unit pick the likeli- 
est target on its own. Whenever a unit is 
selected to receive orders the game pauses. 

Units will be in one of four modes. Attack 
Only mode has the unit firing at will. Move 
Only mode has it moving, not stopping to 
attack. Attack & Move tells the unit to attack 
any targets that present themselves, but other- 
wise to follow its movement path. And the 
default mode is Move & Attack (M&A) which 
is supposed to tell the unit to move unless a 
particularly juicy target presents itself, in 
which case it should stop and attack. This 
was, in my experience, an original idea and I 
was anxious to see it in action. 


Belly up to the bar (graphs) 

Let me pause here to state that it is hard to 
quantify things in this game, since all statis- 
tics are shown by little bar graphs. These bar 
graphs have zero in the center, and fill with 
red in negative values and blue in positives, 
with no numerical values assigned. So if a 
particular unit has no machine gun, its 
machine gun value is fully red. If the unit has 
really excellent frontal armor, its frontal 
armor bar graph will be mostly blue. When 
things get worse than fully red, or better than 
fully blue, the graph fills up again with pink 
or light blue to indicate severe conditions. 
Suffice it to say that often units would stop 
moving to attack targets which had an overall 
hit chance of half a pink graph (yes, I know 
this sounds silly, but bear with me). In other 
words, a hit would be very rare. 

The statistics for each armor unit are 
Accuracy, Size, Turret Damage, MG 
Damage, Front Armor, Side Armor, and Rear 
Armor. Infantry squads get Firepower vs Far 
Armor, Near Armor, Far Infantry, and Near 
Infantry. All units also get a speed rating, a 
reload rating, and a list of remaining ammo, 
as well as men (for a squad). The statistics 
for a potential hit are Range, Accuracy, 
Target Size, Acquired Target, Target Terrain, 
Target Moving, Shooter Moving, and finally, 
Overall. The statistics for a potential kill are 
Range, AP (or HE, for soft targets) 
Firepower, Target Armor, Height, and 
Overall. As you can see, the designers put a 
lot of detail in the fire model. 

As mentioned, the SVGA graphics are 
lovely. When a unit is destroyed it goes up in 
flames and smoke, turret spinning. Sounds 
are fun with lots of different explosions, voice 
overs commending the pilots after a particu- 
larly effective air strike, or warning of an 
incoming artillery strike, and the like. 

There are several problems with IC. One, 
as I mentioned, is the way the computer 
applies the M&F mode. Offensive maneu- 
vers quickly become bogged down if tanks 
are put in this mode as they all stop moving 
and start taking pot shots. Putting them in 


Move Only mode will get the advance started 
again, but at the risk of a unit being defense- 
less if a valid target does come into range and 
the player’s attention is elsewhere. The only 
viable option is to put units in Move Only 
mode but draw them a very short path to fol- 
low. This works because a unit reverts to 
M&F when it comes to the end of its move- 
ment path but it isn’t elegant, as the player 
ends up pausing the game every few seconds 
to issue new movement orders. 

Again, there is a work around. When a 
unit has been given orders a right click of the 
mouse button starts the game again. The trick 
is to decide which unit will receive the next 
orders, move the mouse to it, then right click 
and immediately left click to pause the game 
again. But the end result is that a real time 
game has been choked down into a turn based 
game, and the process is quite arduous. If the 
M&F mode worked better units could be 
given longer term orders and left to their own 
devices, and the game could be allowed to 
run much closer to what I presume was the 
designer’s intent. 

Lastly there are some omissions that were 
probably conscious design decisions to 
streamline play, but which seem conspicuous 
by their absence in an armored warfare game. 
For one thing, there is no hidden movement 
or limited intelligence. There is no indirect 
fire — even mortars have to have a line of 
sight to their target. Finally, vehicles cannot 
back-up. A tank faced with a bazooka 
equipped infantry squad approaching has to 
turn its thin rear armor on the enemy in order 
to stay out of range. 


A kinder, gentler review 

OK, I’ve savaged IC enough, and I haven’t 
even gone into the nits to pick with the some- 
times clumsy interface. The fact is, under 
certain circumstances, I really did like IC! 
There is an option to set up a custom sce- 
nario. Using this option and picking a small 
map and low unit density, IC really shows 
what it could have been. I started to appreci- 
ate the gameplay, rather than concentrating 
on frantically mousing around the battlefield. 
I had time to enjoy the very cool graphics of 
shells firing, and tanks being blown to bits. | 
started biting my nails, hoping my Sherman 
could get a shell into the rear of that Tiger 
before it had a chance to turn that tough front 
armor my way. This is what IC should 
always be like! 

There are times when I’m asked to cover a 
game that is just plain bad. This is most def- 
initely not one of those times. IC comes so 
close to being really enjoyable that it frus- 
trates me to no end to give it a thumbs down. 
I would like to see a patch that modified the 
behavior of the tanks during M&A mode (or 
better yet, give us a customizable definition 
of what constitutes a target worthy of attack) 
and allowed a way to order units as a forma- 
tion. Given just those two changes the game 
would open up like a flower blossoming. As 
it stands now, IC is a nifty game during inti- 
mate scenarios. But forget about those 
grand sweeping tank battles. There’s no 
way you'll be able to move your mouse fast 
enough.U) 

Peter Smith 
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F-16 FLCS.. 


rescue. 


Your other hand tightens around the ThrustMaster. F-16 
FLCS» stick as you maneuver behind your enemy. 


Suddenly, the MiG falls into the funnel of your HUD. 
Squeezing the trigger, a lethal hail of cannon fire rips. 
through his ship - sending him down in flames. 


Unlimited Programmability 
Unparalleled Performance 
Uncompromising Reality 


THRUSTMASTER. 
THE REALITY SPECIALISTS 


“| can’t shake him!” Cries your wing m 
as the MiG matches his every move. 


Fearlessly, you push the ThrustMaster. F-16 TQS. 
throttle forward and your Falcon roars to the 











The force of acceleration slams you into the 
ejection seat as you tear through the sky. Your 
skilled fingers dance over the fully programmable 
switches as your thumb works the TQS trackball. 


F-16 TQS. 


10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094 
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ince the preview we did in 
September, there have been some 
exciting changes to 5th Fleet. 
Most important, the Al is now functional 
and a capable opponent. 
opened with a devastating barrage that 





In one game, it 


destroyed one of my airfields and my whole 
campaign plan. 


Opening shots 

After the obligatory credits and a rather 
nice shot of a missile launch, the game dis- 
plays a small CIC scene. From here you can 
tactical reference, or 
system configuration screen. 

Eleven scenarios are included in the 
game, stretching from the Bay of Bengal to 
the Arabian Sea, the Gulf of Aden and south 
to Diego Garcia. A monster scenario covers 
The Indian Ocean War (the strategic map 1s 
covered with spots indicating friendly and 
enemy units.) Game length runs from nine 
turns (three days) to 30 turns (ten days). 
Complexity varies from low to high, and you 
can adjust the AI from Nominal to High and 
from level | to 3 

Unfortunately, there 
Any new wargame on the market today 
needs to include one. They certainly don’t 


choose the scenarios, 


is no scenario editor. 


hurt sales, and actually make the price of the 
game more tolerable. At least such an editor 
should be an add on. 


The Tactical Reference Screens are ade- 


Designed By: Joe Balkoski 

Published by: Avalon Hill and Stanley Associates 

Systems: IBM compatibles 

Requirements: MS-DOS 3.0+, 386+, Hard Drive (10 MB), 573K of 


RAM Free, Mouse. 


| Graphics: 256 Color VGA graphics 
Sound: All major sound cards supported 
Players: 1, 2, or modem 





Arthur Clarke we have you surrounded age 
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quate, though not up to Harpoon standards. 
Photos are black and white with minimal 
data on the actual ship, but include extensive 
game values for attack, defense, and logis- 
tics. You can choose between subs, surface 
ships, and aircraft. Many of the photos have 
unique viewpoints and all are ver 
Choosing equipment categories and ‘moving 
around in the data base is easily done with a 
series of VCR-like buttons. 


y clear. 


Game history and balance 
Game play is instinctive and the user 
interface is easy. If you are a veteran Fleet 
Gamer or Harpooner, 
sory look at the instructions. 
action, simply push a button. 


you only need a cur- 
To select an 


faithful to 
the board game in that subs, aircraft carriers, 
hard to kill. Since many of the 
scenarios require 


The game is well balanced and 
and bases are 


action, it is hard to win; nonetheless, the sce- 
narios are well balanced. The game is much 
simpler than Harpoon I or II, with which it 
will probably be compared. The tactical for- 
mation editor looks similar to Harpoon I’s 
but actually seems to date from an earlier 
Joe Balkoski game published in Strategy and 
(called Strike Fleet, I believe). 

Turns follow the board game sequence. 


Tactics 


You get to draw a “chit” to see what type of 


unit you move in a given turn (ships, subs, 
or aircraft). It’s 


enemy) to get two or three moves in a row, 


; possible for you (or the 


which can give you a tremendous advantage 
as you attack enemy units. 

The game provides damage or kill proba- 
bilities when you decide to attack a target. 
You can watch the probabilities climb as 
you increase the number of weapons to the 
target. 


articles in Avalon Hill’s General magazine, 


you to put bases out of 


just be able 


This is probably an outgrowth of 





where many authors deliver statistical analy- 
sis of the success probabilities of any attack. 
It is a useful bit of information, even if it 
does not deliver a cumulative probability. I 
would expect to get a combined probability 
for an attack combining torpedoes and mis- 
siles. 

Logistics is fully implemented and you 
have to watch your fuel and ammo states. If 
you run out of ammo, you need to just get 
the unit out of the way and hope he doesn’t 
get seen again (cause you'll never see him 
again). Some replenishment is possible, but 
is not important in a short game, so go ahead 
and empty the tubes at an enemy in a sce- 
nario of 12 turns or less. If you own the 
board game, it might be helpful to keep the 
map out in order to keep your objectives in 
mind. 


Picks and nit-picks 

I only have one or two nit-picks. In order 
to allocate weapons to an attack, you have to 
It would be faster to 
in the number of 
weapons to attack the target with. Another 
minor problem is that the display blanks to a 
“Sth Fleet” screen during the enemy turn to 
prevent you from seeing what the enemy is 
doing. Enemy movement by detected units 
should be shown. Frequently you have to 
guess which type unit to move first without 
the benefit of knowing what units are now in 
It’s a little unrealistic, but it cer- 
tainly adds the fog of war to the game. 

The game clearly accomplishes its objec- 
tive of bringing the board game to the com- 
puter. My opinion of the game remains 
unchanged: If you want something less tech- 
nical and time consuming than Harpoon but 
still want a challenge, this is the naval game 
for you. 


click on a +/- display. 
to type 


contact. 


NOMINAL 


Containing the pneumonic plague 
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This one you won’t 
want to miss. 


It's been nearly three years in the making with a budget — 


we won't even talk about. It employed a team of over a 
hundred people, including programmers, artists, musi- 
cians and writers as well as Hollywood make-up and 
special effects houses (we liked the flames in Backdraft” 
so we hired the movie's special effects house to bring in 
a little heat). As the creators of Wasteland™ and The 
Bard’s Tale™, our goal was to produce a game every bit 


as innovative and unique. We think you'll like the results. 


Art and Stuff 
Graphically, the 
_ game is state-of- 
the-art stunning 
(we're a little 
biased but check 


out the screen- 





shots for yourself). 


WARIS co Me Mao) ileliiveliolaMolm M-Melarole Relive Reon oll) -1 
generated creatures with Silicon Graphics environments 


and magical effects which were painstakingly rendered 


down to the finest crack, doorway and magical 
lightning storm. 


The Game's 
the Thing 
A combination of 
traditional role 
edo@iate Relale, 
interactive story- 
telling, Stonekeep 
mixes a detailed 
storyline and character interaction with puzzle-solving, 
magic systems, character attributes and combat. It all 
comes together in.a system that allows for quality story- 
: : telling combined 
with a powerful, 
yet easy-to-use 
control system 
(intuitive without 
being watered 
down). 








© 1994 Interplay Productions. Stonekeep is a trademark of Interplay Productions. All Rights Reserved. 
The Bard's Tale and Wasteland are trademarks of Electronic Arts. 





The Box, the Book and Story 

The packaging is every bit as cool as the game. 

Shipping in a special tombstone-shaped, hologram box, 
the package starts you on your quest “through dark cor- 
ridors, treacherous 
sewers and subter- 
ranean realms of 
faeries, magick 
and the living 
dead.” (We had © 
to throw a bit of 
marketing hype in : 
here somewhere.) Along with the skeleton hologram 
on em oltMe ool MoM iliieR-ellifeaMmalclceocelliie 





_ Stonekeep novella by Steve Jackson and David Pulver. 


™ 


“m™ 


“By Gamers. For Gamers.”™ is 
Interplay’s slogan and 
Stonekeep is the kind of game 
we've always wanted to play. 
Toyo) caer) MENON Ye Mol t-vol Relale, 
tells a good story. It’s one 
of those games you'll 
stay up playing until 
three in the morning 
on a work night. 
Basically, it’s just a lot 


of fun. 





A CD-ROM, Role-Playing 


or for IBM and — 
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ovember 194]. The place is the Libyan/Egyptian border. 
Two armies stand poised for days of intense desert war- 
fare, each ready to begin offensive operations. The Axis 
army, under German General Erwin Rommel, seeks to break the 
Allied stronghold around the city of Tobruk, securing its supply 
lines for a drive into Egypt and points beyond. The Allied army, 
composed of British, Indian, New Zealander, Polish, and South 
African troops under General William H.E. Gott, strikes first while 
Rommel is conferring with Italian generals in Rome. 

Over the next few days, both armies would clash in the heat and 
sand of the North African desert, as the sounds of German 88s and 
British Matilda tanks filled the air. This is Operation Crusader. 





Operation Crusader 101 

Since this is a strategy article, and few computer gamers are likely 
to dive into Operation Crusader’s massive campaign without first 
learning the game mechanics, we’ll start as someone new to the 
game might start — with the smaller scenarios. 
As each scenario is discussed, we’ll highlight a specific game 
mechanic, and show it can be used in the scenario to achieve victory. 
Each scenario has been matched up with the most appropriate tactic. 
These will then build and apply to all of the larger scenarios, until 
the gamer has the background necessary to tackle the campaign 
game. 


Il Duce’s finest: 
overrun attacks and armored reserves 

This is a small introductory scenario designed to introduce players 
to the game, and two of its most important features. The Italian 
132nd Ariete Armored Division has close to 150 tanks ready and 
poised to strike at Commonwealth defenders. The Commonwealth 
forces have to stop the advance of I! Duce’s finest. 

Tank units have lots of mobility in Operation Crusader, and they 
can dramatically affect attack odds during combat. Attacking units 
backed up with armor can enjoy up to a +10 column shift when 
attacking non-armored defending forces. 

Since stopping armored attacks is a lot harder than reacting to 
them, one of the best ways to counter these attacks is to keep some 
kind of armored reserve that can respond quickly to plug the holes 
and try to cut off the advancing unit’s supply lines. Anti-tank units 
can do a lot to weaken the punch of attacking armor since they 
decrease the attack’s armor column shift benefit, but there will 
always be too few of these units to go around. 


THOSE WHO LIVE BY TH 


Peter Szymonik walks players through strategies fc 


Because of the number of armor units available to both sides in 
this conflict, front lines are very fluid, and enemy positions will 
often be ripe for overrun attacks. Unlike other combat, overrun 
occurs during the movement phase and is especially potent since 
units can continue moving after a successful overrun attack. 

In order for an overrun to occur, there has to be at least 10:1 odds 
against the defending units, and an armor unit must be present in the 
attack. If successful, defending units are immediately eliminated, 
and enemy zones of control that extend into the hex are negated, 
allowing attacking forces to drive deep and encircle the defenders. 

Without armor, most offenses would grind to a halt in a short peri- 
od of time and battles would quickly develop into wars of attrition, 
which is no fun under desert conditions. So the importance of armor 
units can’t be stated enough, and it should clear why destroyed 
enemy armor units offer so many victory points in Operation 
Crusader. 

In Il Duce’s Finest, most of the Italian armor 1s likely to drive for 
the area between Points 118 and 180 where the Allies are weakest. 
The pressure will be on the Italians to act fast and drive deep before 
the Allied units can set up defensive positions. Note that the South 
African units in the south only have a few tank units and limited anti- 
tank capabilities, as opposed to the heavily armored 22nd Tank 
Brigade in the north. So if the Italian Ariete armor can drive a 
wedge between these two Allied forces, things will be quite bad for 
the Allies. 

On the other hand, this Italian drive to encircle the objective hexes 
in the south and east offers an opportunity for the Allies as well. If 
the Italians drive too fast and too deep, the South Africans can use 
their superior numbers to make up the lack of armor. By driving up 
the road from Point 118 to Bur el Gubi, they attempt to cut off sup- 
ply to the advancing Italian armor units. And if the 22nd can spare 
some good armor units from the defense of Point 180 and el 
Gueitinat, the Italian offensive will be over fast. 

So the key to success for the Italians in this scenario is to concen- 
trate armor to overrun and eliminate as many South African units as 
possible before they get a chance to react. The Axis player should 
also create a small reserve of anti-tank and artillery units to slow or 
stop any possible Allied attacks from the 22nd up north. 

One tactic that works well in this scenario is to never move any 
Italian unit more than 3-4 hexes from another Italian armor unit. By 
creating this snaking chain of armor units, and the Italians can 
quickly swing north or south in response to an Allied drive to the 
rear. 


. Pro 


er and ready to roll 


Deployed at 


nerere 





the bord 


Controlling port facilities is critical 
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Fortress tobruk: artillery 
support, aerial attacks, and digging in 

Fortress Tobruk is another introductory scenario. The Italians and 
German 90th Light Division conduct the initial assaults against 
Tobruk while the combined forces of the British 70th Infantry 
Division and Polish Brigade do their best to defend. 

The biggest mistake players make in Operation Crusader is not 
using artillery units or air strikes to their full advantage. It’s tempting 
to keep artillery units in reserve surrounding objective hexes, or 
stacked with headquarters units, but they really need to be up front, in 
action, and used as often as supply allows. Don’t dedicate no more 
than a few long-range artillery units to counter-battery, the return usu- 
ally isn’t worth what the unit the can offer on the front lines. 

Artillery units that aren’t given orders during a turn should always 
be placed in On Call mode. Also remember that artillery units can 
also be used to build fortified positions while infantry and other units 
defend the position against attack, and artillery units in Attack 
Supply have their strengths increased a hefty 50%. Artillery units 
can often make the difference in close pitched battles, as they often 
did historically, but they have to be used. 

The same true about air strikes. Usually an after thought, a few 
well placed aerial bombardments can mean the difference between 
dislodging the enemy and having to plan yet another assault. Pick a 
couple of the most important attacks that will occur that turn, and 
assign each one an available air unit in support. Bombers should be 
used solely to break up fortified positions, let the fighters strafe sup- 
ply lines. A few well placed interdiction attacks against key road 
junctions can seriously impact the flow of reserve units heading for 

the front lines. 





Hell fire pass: reconnaissance 

Practice time is over, now for a larger and more involved scenario. 
In Hell Fire Pass, the Italian 55th Savona Infantry Division, support- 
ed by German panzer and artillery units, defends against attacks by 
the Indian 4th and New Zealand 2nd Infantry Divisions trying to cut 
these units off from the main Axis force. This is a classic battle of 
desert maneuver. Faced with heavily fortified Axis positions, the 
Commonwealth Army tries to outflank them, while Axis forces rush 
to stop the advance and to protect their supply lines. 

Two of the best features of Operation Crusader are the Limited 
Intelligence and Fog of War options. They make for a very realistic 
wargame where the player knows little about the composition of 
enemy forces until contact is made. Since the player has no idea 
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Planning air strikes during good weather 





what exists out there in the wide open desert, it would be foolish to 
send units deep behind enemy lines without having at least some 
kind of idea of what lies behind the sand dunes. So proper recon- 
naissance becomes an important part of the game. 

Remember that the goal of reconnaissance is simply to find out if 
something is out there. It generally does not make sense to leave a 
reconnaissance unit exposed to the enemy long enough to get 
detailed information, just getting the location and general composi- 
tion regarding enemy forces is usually enough. Anything more than 
that, and the unit will become engaged in combat, and may unable to 
return to the friendly side of the border. 

Hell Fire Pass covers a huge area of the desert, and the Allies face 
an especially ominous pocket of unknown enemy-controlled territory 
around Libyan Omar. The scenario is also unique because of the rel- 
atively flat terrain and number of roads. Units to cover large dis- 
tances in a very short period of time, so the action is quite fluid south 
of the coastline. 

While it is pretty much inevitable in this scenario that the weak 
Italian Savona division will fall back to Fort Capuzzo and Sidi Azeiz 
under the Allied attack, it is still important to use reconnaissance 
units before sending the British tanks deep behind enemy lines. 

Even a few weak units from the Savona division coming out of 
nowhere can cut supply lines to advancing British armor units. 

Look for part 2 of this strategy guide in a future issue of Strategy 


Plus!) 
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‘BOOGERMAN’ 
He thinks he's a 
hero, but he's snot! 
He's mean. He's 
green. He's 
BOOGERMAN ona 
pick and flick ad- 
venture to save the 
world using only his 
bodily functions. 
He's the only hope 
against the evil 
Booger Meister. 
Lock snot with over 
20 characters and 


‘LETHAL EN- 
FORCERS ze 
GUN FIGHTERS’ 
Wild western action 
reaches the home 
system straight 
from our arcade. 
Shoot it up with 
stage coach rob- 
bers! And save in- 
nocent citizens 
from nasty out- 
laws! Offers im- 
proved digitized 
graphics for realis- 





enemies. Offers 20 
levels. $49 





SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when prod- 
uct becomes available. Han- 
dling $2 per shipment. 





4 Way Play Adaptor $29 
6 Button Arcad Pwr Stck $39 
6 Button Control Pad $19 
F-16 Wireless Cntrl Pad $39 


Fighter Stick $29 
Game Gun CD $36 
Genesis Activator $59 


Genesis CD Bkup RAM $49 
Genesis CD Sys 2 CD $229 
Genesis CDX System $399 
Genesis System 2 core $99 
Genesis Systm Sonic 2 $129 
Genesis Sys/Lion King $139 
Genesis Team Player $19 
Remote Arcade Pad $19 
SG Pro Pad 2 $19 


3 Ninjas Kick BkK/Hk CD $52 


AX 101 CD $44 
Aero the Acrobat2 GA $52 
Akira or CD $56 
Aladdin GA $46 
Alien Trilogy CD $52 
Aura Interactor $79 


Beavis & Butt-Hd MA-13 $54 
Boogerman MA-13 $49 
Bubsy 2 GA $49 
Cadillacs & Dinosrs CD $49 
Chuck Rock 2 Son Chek $29 
Dark Seed CD MA-13—- $52 
Death of Superman $52 
Demolition Man CD $54 
Dragons Lair CD $49 


JANI CDIIIC A 


Dragons Lair 2 CD $52 
EarthWorm Jim GA $66 
Flashback CD $46 


Franknstein/Dracula CD $52 
Grt Cres Mystry w/Micky $58 


Home Improvement $54 
Hurricanes $52 
Incredible Toons CD $49 
lron Helix CD GA $49 
Jungle Book GA $56 


Jurassic Park Rpg Editn $54 
Kamen Rider Zo CD $44 
Lawnmower Man CD $44 
Lion King GA $64 
Loadstar CD $49 
Mansn Hidden Souls CD $49 
Mickey Mania or CD $58 
Out this Wrld CD MA-13 $49 
Pitfall GA $61 
Power Rangers GA $52 
Rise of Dragn CD MA-17 $46 
Scooby Doo $52 
Shadow of Atlantis CD $52 
Shadow of Beast2 CD $56 
Skuljaggers Revenge $52 
Sonic the Hedghog 4 $59 
Space Ace CD $52 
Spidy: Max Carnage $56 
Star Trek Next Gentn CD $64 
Star Trek:Deep Space 9 $56 
Sylvester & Tweety GA $54 


The Punisher $56 
The Tick $54 
Tinhead GA $52 
Vikings 2 $46 


Young Indy Jones CD = $46 





ment. 





tic character move- 
CD $44 


‘GENESIS 32X SYSTEM’ Genesis 32X will turn your exist- 
ing Genesis and Sega CD into state-of-the-art 32-bit ma- 
chines! Features crisper & smoother video footage than have 
ever been seen at home and 3D perspectives. 


Battletech GA $54 
Dark Wizard CD MA-13 $43 
Dungeon Master CD $44 


Exile $24 
Eye of the Beholder CD $46 
Lord of the Rings $59 
Lunar 2 CD $52 
Might & Magic 3 $59 
New Horizons GA $62 
Phantasy Star 4 $82 


Revngrs of Vengnce CD $44 
Shadow Run MA-13 $49 
Shining Force 2 GA $66 
Vay CD MA-13 $48 


Art of Fighting MA-13 $52 
Clayfighter $52 
Dragon:Bruce Lee Story $58 
Eternal Champns MA-13 $29 
Fatal Fury SpecialCD $48 
Final Fight CD $42 
King of the Monsters 2 $54 
Mortal Kombt CD MA-17 $24 
Mortal Kombat 2 MA-17 $62 


Ninja Warriors CD $49 
Power Instinct $54 
Rise of the Robots CD $46 
Samurai Showdown $58 
Shaq-Fu $59 


Streets of Rage 3 MA-13 $56 
Supr Strt Fghtr 2 MA-13 $66 
TMNT: Tournamt Fighters $39 
World Heroes 2 $56 


Battle Frenzy CD 
Contra Hard Corps 
Crime Patrol CD 
Exo Squad 


$159 


$44 
$49 
$49 
$52 


Keio Flying Squadron CD$46 
Lethal Enforcers2CD $44 
Lethal Enfrc w/gn MA-17 $66 
Mad Dog McCree2CD $49 
Rebel Assault 3D CD GA$39 


Skeleton Krew 

Soul Star CD 

Star Strike 2000 CD 
Surgical Strike CD 
Total Carnage CD 
Urban Strike MA-13 
View Point GA 


Al Unser Jr Racing 


Battle Corps CD MA-13 


Daytona USA 


$49 
$44 
$56 
$52 
$52 
$52 
$56 


$46 
$44 
$79 


ESPN SpeedWorld GA $58 


Formula 1 GP CD GA 


$46 


Mario Andretti Racing GA$49 


Megarace CD 


Midnight Raiders CD 


Monster Truck Wars 
Outrunners GA 
SeaQuest DSV 
Skitchin’ MA-13 
Speed Racer 


Tomcat Alley CD MA-13 


Virtua Racing GA 
Wing Commander 2 


$44 
$52 
$52 
$56 
$56 
$29 
$49 
$49 
$69 
$56 





Animaniacs GA 
Caesars Palace 
Columns 3 GA 
Dune CD GA 
General Chaos 
Jeopardy CD 
Liberty or Death GA 








$46 
$49 
$46 
$49 
$29 
$49 
$59 


Nobunaga’s Ambition GA$39 


Operation Europe 

Pac Man 2 
Powermongr CD MA-13 
Shanghaii 2 GA 
Warrior of Rome 3 CD 
Wheel of Fortune CD 


Bass Masters Classic 
Bill Walsh Coll Fball 95 
College Football 94 GA 
ESPN Baseball CD GA 
FIFA Internatnl Socr 95 
Golf Mag 36 Holes CD 
Hardball 94 GA 

Joe Montana Fball CD 
Links Pro Golf CD 
Madden Football 94 GA 
NBA Bball NBA Action 
NBA Jam Session CD 
NBA Live 95 

NFL Sprtstalk FB 95 GA 
NHL Hockey 95 GA 
PGA Tour 95 

Rugby World Cup 95 
Tecmo Baseball GA 


$59 
$52 
$43 
$39 
$54 
$52 


$49 
$54 
$52 
$56 
$54 
$52 
$52 
$29 
$56 
$39 
$39 
$52 
$56 
$54 
$54 
$54 
$52 
$56 


‘DOOM’ You're a 
tougher-than-nails 
marine biding time 
at an outpost on 
Mars. The govern- 
ment is experiment- 
ing with inter-di- 
mensional space 
travel when some- 
thing terrible goes 
wrong. Offers the 
best levels from the 
PC game with mon- 
sters and lost souls 
that tug at your ev- 


ery move! Sega 
Mars 32X $59 


‘CONTRA: HARD 
CORPS’ has mul- 
tiple story lines that 
allow the player to 
choose their own 
path. Gives four dif- 
ferent routes 
through the game. 
Features four char- 
acters each with 
their own weapons. 
Offers huge en- 
emies and bosses 
that infect each 
level and a choice 
of four different 
characters. $52 


Tecmo Hockey GA $54 
Tiny Toon:ACME All Strs $44 
Tony LaRss Ultmt BB 95 $54 
Unnecessary Roughness$56 
Vitale Basketball GA $54 
WCW Super Brawl $49 
WWFE:Raw $59 


Genesis 32X System $159 


Alien Trilogy $62 
C2:Judgment Clay $59 
College Basketball $62 
College Football $59 
Corpse Killer $59 
Cosmic Carnage $59 
CyberBrawl $59 
Doom $59 
Fahrenheit CD $52 
Golf Mag 36 Great Holes $62 
Metal Head $59 
Midnight RaidersCD $56 
Mortal Kombat 2 $69 


Motocross Championshp $52 
NBA Jam Tournamt Edit $62 


Night Trap $59 
Star Wars Arcade $52 
Stellar Assault $59 
Super Space Harrier $59 
Surgical Strike CD $52 
Tempo $59 
Tomcat Alley CD $59 
Virtua Racing Deluxe $59 
Wirehead CD $52 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, Hl, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 
additional shipping charges. 

Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. COD 
$8. Defectives replaced with same product. Most items shipped same day. Shipping times may 
vary. Price/availability may change. All sales final. Call for details. 


‘ALIEN VS. ‘WWF RAW’ Get 
PREDATOR’ ringside for the 
Choose your most ruthless, re- 


weapon in a 64-bit 
combat challenge 
with the stars of 
these feature film 
blockbusters. The 
Marine Corporal's 
masSive arsenal 
and combat com- 
puter make hunting 
the mutants easy. 
Battle through 
miles of texture- 
mapped corridors. 
JAGUAR $59 


lentless and real- 
as-it-gets wrestling 
video game ever! 
Superstars like Bret 
Hart, Lex Luger, 
and Luna Vachon 
execute all-new 
Mega Moves in- 
cluding earthquake 
mat-splashes, head 
slams, overhead 
tosses, rag dolls 
and super flip el- 
bow-drops! $59 





WRESTUNGS RUDEST AND RoUGHEST! 
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‘JAGUAR SYSTEM’ Here's something to gnaw on! The 
new Jaguar interactive multimedia system has a mind blow- 
ing 64 bits of power. Offers 16 million colors, breakneck 
speeds, cat-like control and movie-like special effects. $249 


INTERACTIVE MULTIMEOVA CARTRIDGE 








‘STAR WARS AR- 
CADE’ Will Luke, 
Han and the rest of 
the Rebel Alliance 
defeat the evil Em- 
pire and the dark 
side? The answer 
lies in your capable 
hands. Features 4 
mega-levels, poly- 
gon-based graph- 
ics, pilot the helm of 
an X-Wing fighter 
and travel on a mis- 
sion to the Death 
Star. Sega Mars 
32X $52 


"FREE GAME OFFER 


Buy 3 from the list below, get 1 of lesser value FREE 
from the list below. All 4 games must be in stock at the 
time of purchase. Offer good from 10/15/94 to 1/31/95 or 
while supplies last. 


GENESIS: Valis $14, General Chaos $29, F16 Wireless 
CP $39, Joe Montana CD $29, NBA Action $39, Sonic 
Hedgehog 3 $49, Mortal Kombat CD $29, Genesis Acti- 
vator $59. 


SNES: Barkley Basketball $49, T2: Judgement Day $29, 
Captain America $29, Run Saber $29, Bill Walsh Coll 
Fball $44, Tuff Enuff $29, Street Fighter 2 Turbo $39, 
Power Moves $29, Dracula $29. 


GAME GEAR: Super Golf $14, Psychic World $14, Ter- 
minator $18, Smash TV $14, Pro Pouch $16, Game Gear 
AC Adaptor $15 


WARS: 
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‘FINAL FANTASY 3’ Ages ago, Espers were imbued with 
magic, but they destroyed each other. Centuries after an 
Esper, frozen solid since the ancient wars, is unearthed. Again 
there are magical attacks. Who is behind the powers? $68 








Game Genie $36 Shien’s Revenge $54 Battletech $59 Aero Fighters $52 Bill Walsh Coll Football $39 Jaguar System $249 
Power Plug $34 Speedy Gonzales $52 Breath of Fire $59 Air Cavalry $52 Brett Hull Hockey 95 $52 Jaguar CD System $199 
Pro Action Replay $59 Spidy:Max Carnage $64 DragonView $62 Air Strike Patrol $56 Cannondale Cup $56 Alien Vs Predator $59 
Pro Pad Programmable $19 Star Trek:Dp Space9 $56 Final Fantasy 3 $68 Al Unser Jr Racing $52 FIFA Internatnal Soccer $52 Battle Zone 2000 $52 
Super MTap & Bombrmn $59 Steven Seagal $54 First Queen $56 Carrier Aces $52 Hammer Lock Wrestling $56 Brutal Sports Football $58 
Super Multitap $32 Super Advnture Island 2 $58 Illusion of Gaia $64 ESPN SpeedWorld $58 Looney Tunes B-Ball $59 Castle Wolfenstein 3D $54 
Super Nintendo System $149 Super Return of the Jedi $63 Lord of the Rings $54 Freeway Fly Boys $52 Madden Football 95 $56 Checkered Flag 2 $59 
Supr Nin Sys No Softwr $109 Super Turrican $36 Lufia $54 Full Throttle Racing $56 NBA Jam Session $54 Evolution:Dino Dudes $44 
T2:Judgement Day $29 Might & Magic 3 $59 Michael Andrtti Indy Car $59 NFL Quarterback Club $66 RayMan $58 
Thunder in Paradise $54 New Horizons $62 Monster Truck Wars $59 NHL Hockey 95 $54 Tempest 2000 $52 
Time Slip $29 Runes of Virtue $59 Nigel Mansell Indy Car $59 Street Hockey $58 
Virtual Bart $56 Seventh Saga $56 Speed Racer $52 Super Punch Out $56 
Ad Batman & Robin: An $59 Wolf Child $46 Ultima 6 $56 Star Trek:Strflt Academy $52 TNN Bass Tournament $56 
Akira $59 X MEN $59 Wizardry 5 $39 Street Racer $56 Tecmo Baseball $59 
Aladdin $49 X-Kaliber $29 Top Gear 3000 $56 Tiny Toon:Wacky Sports $52 Neo Geo Gold System $569 
Beavis & Butt-Head $54 Yogi Bear $52 UniRacers $48 WWF:Raw $66 Neo Geo CD System $569 
Capt America & Avengrs $19 Young Merlin $56 Wild Trax (Stunt Racer) $52 Agressors Drk Kombat $199 
Captain Commando $59 Zombies Ate Neighbor $46 World Champ Rally $52 Fatal Fury Special $199 
Death of Superman $59 Ballz $52 Karnov’s Revenge $199 
Donkey Kong Country $64 C2:Judgment Clay $58 Super Sideks Soccer 2 $199 
Dracula $29 Double Dragon 5 $56 Turbo Booster $9 Top Hunter $169 
EarthWorm Jim $66 Dragon:Bruce Lee Story $58 Turbo Car Adaptor $12 WindJammers $199 
Grt Cres Mystry w/Micky $62 Exo Squad $52 Fatal Fury Special $62 ACME Animation Factry $64 Turbo Duo Adaptor $9 World Heroes 2 Jet $199 
Ignition Factor $54 Fire Striker $52 Justice League $64 Animaniacs $54 Turbo Duo Pad $12 
Indiana Jones Grt Advt $62 Fire Team Rogue $56 Kung Fu:Legend Contins $59 Civilization $59 Turbo Express Link Cbl $12 
Itchy & Scratchy $52 Galactic Defenders $56 Mortal Kombat 2 $66 Lord of Darkness $59 Turbo Extension Cable $9 
Jurassic Park 2: Chaos $56 Lethal Enfrc w/gn MA-17 $64 Power Instinct $58 Nobunaga’s Ambition $49 Addams Family $12 
Knights of Round Table $56 Operation Thunderbolt $54 Power Moves $29 Pac Man 2 $52 Bravoman $12 Beavis & Butt-Head $34 
Lion King $64 Super Metroid $56 Samurai Showdown $59 Pinball Dreams $49 Cratermaze $12 Caesars Palace $29 
Mega Man X 2 $59 Super R-Type 3 $56 Shaq-Fu $59 Risk $52 Ghost Manor $12 Game Gr Sys Lion King $129 
Michael Jordan:Chaos $54 Super Sonic Blastman 2 $56 Streetfighter 2 Turbo Ed $39 Romance 3 Kingdoms 3 $59 Impossamole $12 Mortal Kombat 2 MA-13 $39 
Ogre Battle $58 Super Turrican 2 $52 Super Street Fighter2 $66 Super Bomberman 2 $52 Jack Nicklaus Golf $12 NBA Bball Dave Robnsn $29 
Pitfall $61 View Point $54 Survival Arts $56 Super Pinball $49 Jackie Chn Action Kg Fu $12 Psychic World $14 
Ren & Stimpy Show2 = $56 Vortex $56 Tuff Enuff $19 The Brainies $54  JBHarold $12 Sonic Triple Trouble GA $38 
Run Saber $29 Wild Guns $54 WCW Super Brawl $52 Wario's Woods $48 Monster Lair CD $12 Star Trek Movie $34 
SeaQuest DSV $59 Yoshi's Safari $29 World Heroes 2 $56 Wild Snake $46 Somer Assault $12 Super Golf $14 
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TACOPS TACTICS - 


DEFENSE STRATEGY 





Part One: by Don Hill and Major Holdridge 


HINTS & TIPS 
































Proper use of terrain masking 
In an anti armor ambush. 


























Proper use of elevation masking 
In an anti armor ambush. 





COPS is a contemporary tactical level wargame available 

from Arsenal Publishing. It pits units of the U.S. Army and 

Marines against OPFOR, a hypothetical opposing force that 
uses the same tactics and equipment as the former Soviet Union with 
some optional weapon enhancements appropriate to the time period 
1994 - 2000. This article summarizes a few key tactical principles 
for modern combat that translate well into better TacOps game play. 
Due to space limitations, only the most important defensive measures 
are discussed. 

Stay focused on your mission and your enemy’s mission. In 
TacOps, scenario victory conditions are always stated as missions. 
Any action that does not support mission accomplishment will usual- 
ly support mission failure. There is usually more to a TacOps sce- 
nario than just charging directly toward the nearest enemy unit and 
slugging it out. Do not get drawn into firefights that do not con- 
tribute to mission accomplishment. 

Analyze the terrain. Identify high speed avenues of approach - 
corridors where clear terrain or roads allow rapid movement to 
enemy units. Always cover these with observation and long range 
direct fire weapons and be prepared to move rapidly to block them 
with additional forces. Critical high speed avenues may need to be 
physically blocked by dismounted rifle units. Identify areas of rough 
terrain and try to channel the enemy into them by covering the easier 
routes with high accuracy long range weapons and or mines. An 
enemy armored unit moving slowly in rough terrain makes an easy 
target for artillery and air support. Rough terrain can often be initial- 
ly defended just with observation posts, but be prepared to move in 
real fighting units as it becomes necessary. Compare the terrain 
against the enemy mission. You will often find that the enemy does 
not have the time or resources to use certain avenues of approach. 

Analyze the general strengths and weaknesses of your units and 
those of your enemy. For example, if you are a Marine commander, 
you should recognize that Marine units have large footprints with 
more riflemen per unit and a good short to midrange anti-armor 
capability, but that they are often not very tactically mobile and are 
often weak in long range anti-armor weapons. Your worst problem 
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may occur when OPFOR concentrates on one part of your defense 
since the rest of your force may not have the mobility to rapidly rein- 
force. If you are commanding an Army mechanized unit, you should 
recognize that you have very good mobility and a very good mid to 
long range anti-armor capability but that you may be weak in rifle 
level staying power. In'this case, OPFOR’s best threat may be to uti- 
lize multiple simultaneous avenues of approach either hoping to find 
a gap, or intending for one axis to be the main effort while the others 
pin or mislead you. 

Analyze the strengths and weaknesses of specific weapons, espe- 
cially those on vehicles that frequently face each other. For example, 
the U.S. Bradley has a TOW Anti-Tank Guided Missile (ATGM) 
that can kill armor out to 3750 meters. The OPFOR BMP has the 
ATS ATGM which is slower than the TOW, but it hits at 4000 
meters and beyond. If the BMP can engage the Bradley at ranges 
greater than 3750 meters it can kill the Bradley without risk of return 
fire. On the other hand, if the BMP engages the Bradley from 3000 
to 3750 meters, the Bradley may have time to spot the BMP and fire 
the faster TOW, killing the BMP before its missile reaches the 
Bradley. Look for team solutions to tactical problems. The 
enhanced ammo of the OPFOR T-80 tank can not penetrate the front 
of an M-1 tank at more than 3000 meters. BMPs cannot kill the M1 
tank from the front or side except with very slow to reload enhanced 
ATGMs. If the Bradley is teamed with the M1, the Bradley can kill 
the T-80 tanks before they close to within 3000 meters, the Bradleys 
can then pull back a bit and they and the M1 tanks can wreak havoc 
on the BMPs. Look for the peculiarities and advantages. 

Gain and maintain contact and prevent battlefield isolation. The 
attacker has the initiative and will often attempt to isolate the battle- 
field by maneuver by concentrating his main force against only one 
sector of the defense. The focal point of the attack becomes isolated 
from reinforcement when more distant defensive units are unable to 
maneuver towards the point of decision either through faulty intelli- 
gence (fog of war ) or due to being pinned by minor enemy support- 
ing attacks. Early and constant observation of the enemy forces are 
the keys to avoiding isolation. The defender must be able to observe 
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the attacking forces early enough to both attrit them at long range 
and to assess their intended focal point so that the defense may be 
reinforced at that point. To do this the defender must not confine 
himself to the initial deployment limitations of the set up. Scouts 
and observation posts (OPs) should be pushed forward to cover all 
mission significant enemy avenues of approach. OPs should be 
redundant and they should be positioned to provide overlapping cov- 
erage of critical areas so that the loss of one OP to enemy action or 
its being masked by smoke or terrain does not create a large blind 
spot. OPs should generally not fire and reveal their position unless 
they are about to be overrun. Some defensive OPs should allow 
themselves to be bypassed so that they may continue to provide intel- 
ligence and to control long range artillery fires from behind the 
attackers. 

Once the attacking forces are discovered, they usually should be 
engaged immediately. Generally it its best to first engage distant 
attackers with artillery and air support rather than direct fire to avoid 
prematurely revealing the trace of the positions of your short to 
medium range weapons. This is especially true if the attacker is 
deployed with much of his strength forward. Artillery can destroy 
anything on the battlefield, particularly with ICM, but artillery must 
have forward observers for maximum effect. The proper use of for- 
ward observers and artillery will go far in disrupting an enemy 
attack. If the enemy is leading with a small reconnaissance force, it 
may be more appropriate to engage the scouts with a few high accu- 
racy, long range direct fire weapons so that you can immediately 
blind him and to prevent the reconnaissance elements from exposing 
your main positions. Try to take out such small advance forces with 
only a few concentrated volleys and then move any of your units that 
have fired to nearby alternate positions to await the main body: 

The defender also has a means to isolate portions of the battlefield. 
The key to the concept is to concentrate units and to position them in 
a manner that allows them to momentarily engage a smaller piece of 
the enemy force. For example, as OPFOR units advance to contact, 
they will often be strung out in a column of variable density and 
length. The defender can place himself at an angle to or on the flank 
of this advance, using elevation differences, towns, and or woods to 
initially screen himself from direct observation by the attacking 
units. As enemy units begin to pass through the screening terrain, 
the leading elements will become exposed. Since trailing enemy 
units will not yet be able to see the defenders, the defenders will be 
able to destroy the more forward attackers piecemeal without being 
subjected to return fire by the entire enemy force. If enemy reaction 
is sluggish and he continues to feed his troops into the kill zone after 
the initial ambush, this tactic can be continued from the same or 
nearby alternate firing positions. 

The same tactic can be based on terrain masking by elevation. In 
this case, the opposing forces are on significantly different ground 
elevations. The opponents cannot see each other until the leading 
attacking units crest a hill. The defending force can then engage and 
destroy just the leading units, again without being exposed to return 
fire from the entire enemy force. 

There are variations, such as using smoke to separate the leading 
attacking units from following units, but the concept remains the 
same. 

Whenever possible the defense should be conducted as a mobile 
defense that withdraws through a series of temporary fighting posi- 
tions to a final point of decision. Until the attacker is heavily attrit- 
ed, the defender should avoid decisive engagement. The initial for- 
mula should generally be: observe, engage with artillery, engage 
briefly with long range direct fire weapons and withdraw those 
weapons, engage briefly with mid range weapons and withdraw 
those weapons. Repeat this until either the enemy has been reduced 
to a manageable size or there is nowhere left to withdraw to - this is 
the point of decision. Assuming surprise fire is still possible, the 
defender’s first goal at this last position is to kill as many targets as 
possible in the first few volleys of direct fire. After that the only 
choice remaining is usually to maintain fire, maintain position, and 
ride out the attack. 

Don Hill and Major Holdridge are currently collaborating on the 
TacOps Battlebook for Arsenal Publishing. This book will discuss 
the weapons, principles, and techniques of modern tactical ground 
warfare in detail and that will also provide TacOps game specific 
tactical hints and scenario analysis.) 
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MASTER OF MAGIC 
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How long can you stare without blinking? 


xplore and Conquer Magical 
Worlds.” An avid RPG-er 1s brows- 
ing through the software titles, sees 
the attractive package, 1s titillated by the 
phrase, grabs the box, looks right, parries left, 
kills all monsters between him and the check- 





out counter, nearly does in the checkout clerk 
and notices the Security Gorgon General with 
a billion hit points. Yes, he decides to pay for 
the game (“Oh joy,” say the developers). His 
lit staff waving, he rushes out the door and 
casts a ‘“Go-Home-and-Install-the-Thing-in- 
One-Move” spell. He grabs a beverage, wres- 
tles the comfy chair from the lesser magician, 
(his little brother who had been immersed in 
Reader Rabbit), and attacks the shrink wrap. 
“Magic”, he breathes, “and it’s mine, 
bwwhahaha, all MINE”!!! Let the gaming 
begin. He is just about blown away by the 
intro — (the old hook-’em quick technique so 
prevalent in just about every recent title...) He 
encounters the character selection/creation 
screens, okay so far. He names his starting 
city something incredibly clever (right), 
and...now what? Well, believe it or not, he 
reaches for the manual (eeek no, not that, not 
THE MANUAL), and discovers that this 1s no 
ordinary RPG that he has purchased. Indeed it 
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is not any RPG at all, but a hard core strategy 
game. 

“Well, I guess I should give it a try...who 
knows?” 

And who knew? MicroProse did. Masters 
of Magic, now “MoM” to the reader, 1s 
indeed a strategy game (it says so on the box, 
but the RPG-er didn’t read the not-so-small 
print, “course not). MoM is large and com- 
plex, and...absolutely addictive. 

Strategy gaming has not (until this game) 
been among my priority playing choices. Sure, 
| own a few, and have played them now and 
then, but I entered the gaming world much as | 
entered the natural world, “through a maze of 
twisty passages all alike.” My first word was 
“Plugh.” Adventure gaming was the word of 
the day. And I never read the manual. 
MoM’s manual is not that large in comparison 
with some I’ve seen. It is only 160 pages, 
with an adjoining spell book companion of 
about 50 pages. No problem. I humbly 
termed myself a neophyte (relatively speak- 


ing), and waded through the books — Page 
after page of useful information — page after 


page of possibility after possibility. And then 
there were the tables at the back. Appendices, 
I have always thought, were there to be surgi- 





cally removed...not so. 

By the time I got to the nth table (yes, quite 
literally, there are ““N” of them, A through N), 
I was flummoxed. How, thought I, does one 
absorb enough of this information to be able 
to play without tattooing the manual on one’s 
forearm? Well, the answer is, without a lot of 
experience with this sort of thing, one should 
for all practical purposes sleep with the manu- 
al. After several romantic encounters with it, I 
was able to put it aside (not too far though), 
and said to it, “Oh, Manuel’, (OK, fine, I 
named it, OK?), “Manuel, not now darling, 
I’m playing the #$&*#&# game.” So it 
sighed and just lay there pouting, awaiting my 
not-too-few-and-far-between caresses which 
occurred when I really absolutely needed to 
know the potential movement pattern of the 
enemy Cockatrice. Cockatrices are very cute 
roosters-in-disguise, and they die so nicely 
too. Die, rooster, DIE!!!! Persistence paid 
off, however, and in (almost) no time, I began 
to get a feel for the many areas in which one 
should eventually gain a certain expertise. 


On the object of the game 

The game begins on a world known as 
Arcanus, resembling Medieval Europe. It is a 
world of at least 14 races, among them 
Dwarves, Trolls, High Elves, Lizardmen, 
Orcs, Barbarians, Halflings and even Men. 
Also dwelling here are a myriad of other crea- 
tures ruled by the main species. On a distant 
and initially unapproachable elemental plane 
is another world, Myrror. Accessible only 
through the careful practice of obscure forms 
of magic, Myrror 1s primarily an alien world, 
filled with very powerful magic, danger and 
fantastically odd creatures. “The saying 
among wizards is that no one can truly rule 
Arcanus until they’ve cracked the Myrror.” 


On the elements of magic 

As you would imagine, the primary sources 
of power reside in the magic available to you 
throughout the game. Intelligent choices dur- 
ing character creation may greatly enhance the 
possibility of your emerging victorious. As in 
all professions, the most successful and pow- 
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erful are those who specialize. 

Your specialty choices at the very begin- 
ning dictate and limit what spells will be 
available to you throughout the game. Choose 
wisely, as your opponents certainly have. 
There are five types of magic in which you 
may specialize: 

Life Magic, or white magic, is focused on 
healing, protective and inspirational spells. 
Life Magic is the only type that offers spells 
allowing travel between planes, a very desir- 
able skill. 

Death Magic concentrates on controlling 
the forces of darkness. The power of evil can 
be vours for only <manufacturer’s suggested 
retail price here>. Destruction, pillaging, 
causing pain, fear, blight and all sorts of other 
fun misfortune — at the touch of a keystroke, 
or the click of a button. 

Chaos Magic focuses on causing peculiar 
changes in the surrounding world. You may 
either bend, twist, warp, or otherwise alter 
your opponents and their weapons, or you can 
summon elements of fire and lightning to your 
cause. Those fireballs and lightning bolts are 
very unsettling during an otherwise civil bow 
versus sword fight. 

Nature Magic contains primarily spells 
which enhance fertility and growth. Just as 
Chaos magic enables fireballs and lightning, 
Nature magic enables one to call upon stone 
and water to cause earthquakes and ice bolts. 
Rooted in the land, this specialty is an envi- 
ronmentalist’s dream. 

Sorcery Magic focuses on creating illusions 
and controlling the elemental force of air. 
We're talking flight possibilities here. 
Sorcery magic also has another area which 
reigns supreme: Meta-magic the ability to 
control and resist other wizards’ spells. 

There are seemingly limitless combinations 
of the above in any one character creation ses- 
sion. My favorite so far has been the 
Life/Sorcery combination. 


On Cities, Armies, 
Diplomacy and Combat 

While Magic is certainly the greatest power 
entity in MoM (hence the name, I guess), 
that’s not to say that all of the other elements 
usually involved in a war/strategy game pale 
by comparison. They do not. MoM is richly 
endowed with all of the elements that die-hard 
strategy players will love. 

Armies are produced and developed either 
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by creating appropriate units in city popula- 
tions, or by randomly generated meetings dur- 
ing travel or by Summoning. The more fame 
a wizard has acquired, the more he or she will 
be approached by heroes and mercenaries just 
begging to join the cause (for a price). The 
summoned troops are gained through magic. 
The usual “unit stack” approach is used here, 
and troops are either taken to explore and con- 
quer, or left behind to defend and protect. 
Undefended cities surely do disappear quick- 
ly. 

To describe the intricacies of diplomacy 
here would be counterproductive; instead let it 
suffice to say that basically, the relations your 
wizard has with other wizards determine how 
they weigh your behavior. If a wizard is loyal 
toward yours, he or she is likely to put the 
kindest interpretation on your actions; a wiz- 
ard who thinks yours is lower than pig pus 
despises him or her on principle alone, and 
thus despises everything about him or her. 
The status of your relations determines how 
easy it is to form wizard pacts, to trade for 
spells, and to form alliances. So you want to 
win? Oh sure, make friends with ‘em then 
stab “em in the back. Diplomacy in a nutshell. 

One of the things | am not so fond of about 
You may 
choose to have all combats played tactically 


the game is the combat screen. 


only and not have to move your nine or so 
units square by square. Slooowwwly I turn... 
But after losing tactically enough times, you 
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And he’s just bursting with joy about it 





will probably (as I did) want to do it all your- 
self. You'll start to tell yourself, “I would 
never have lost that one if I did it my way.” 
The most intriguing thing to me about 
MoM is that while it is not an RPG, it has in 
its tone and its magic so many RPG elements 
that will ultimately please RPG-ers and 
Strategy players alike. MoM is a wonderful, 
versatile game. The designers contend that 
the Impossible level is just that, impossible. 
So many, many hours of entertainment are 
sure to be in store. I, myself, am wishing that 
my clone (would that I had one) could be 
sharing this with you while I am off transport- 
ing to Myrror. And if my Mom calls, please 
tell her I can’t talk now....I’m playing with my 
MoM. 
Cindy Yans 


Game Design: Steve Barcia 
Publisher: Microprose 


Programmed by: Steve Barcia, Ken Burd, Jim Cowlishaw, Grissel 


Barcia 

Music Producer: The Fat Man 
Composer: Dave Govett 

Produced by: Doug Caspian-Kaufman 
System Requirements: 

System: IBM or compatible 


Requirements: 386SX or better (For best play, at least a full 386 


33MHz is recommended) 


Memory: At least 575Kb of free conventional memory. At least 2.7 


Mb of free EMS 
Graphics: VGA or better 
Mouse: Required 


Is this the way to dress for a spelicasting? 
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ome diehards like games that factor- 
in each minute detail. Other folks 
think Candy Land should have 
stuck with the primary colors and let it go at 
that. SS/’s latest release, Panzer General 
(PG), may have a little for both factions. 
Realistic -- sound combined arms strategies pay 
big dividends -yet highly playable. 

The SVGA graphics are top notch. The 
maps are both pleasing to the eye and accurate. 
The counters are well done pictorial representa- 
tions of the equipment depicted (you know, 
they look good). 

PG depicts WWII operational combat. Units 
represent regiments, brigades, divisions, 
squadrons, flotillas, and individual large capital 
ships. The game’s data base includes 407 units 
(give or take a couple -- | dozed while count- 
ing) divided into eleven classes. The ships add 
six more. Each unit is rated in fourteen fields. 

The differentiation is a delight. Recon may 
spot units further away, fighters may escort 
bombers, artillery provides defense fire for 
adjacent units, tanks — while awesome in open 
country — don’t fare well in city fights, cruis- 
ers/battleships are vulnerable to subs yet 
impressive against smaller ships and shore tar- 
gets. 

All the heavy hitters are present and account- 
ed for. Germany, Britain, America, and Russia 
are well represented. Yet PG goes a couple of 
steps further. There are even troopers from 
Greece, Bulgaria, Norway, Rumania and every- 
one’s favorite fall guy -Poland. 

The hexes are conceptually fuzzy but in the 
neighborhood of ten kilometers each. They 
represent twelve different types of terrain and 
change color depicting snow or mud condi- 
tions. 

Game play is fairly simple. Most people will 
be able to start pushing panzers (or shoving 
Shermans) without reading the rules. 

Each turn units may move/attack or resupply. 
Click on a unit, and the hexes into which it may 
move are highlighted. Put a cursor over an 
adjacent formation, or one within range for 
ranged weapons, and the potential outcome of 





Hex-oriented wargamers are catered to 
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Detailed look at an evolving battle 


the combat is displayed. Click again and you 
fight. 

The battle is graphically displayed in binocu- 
lar like pop up windows. But once you’re tired 
of it you can turn this option off. Losses are 
taken in strength points. Most units start with 
ten but experienced formations can be over- 
sized. The troops gain experience through 
combat and become increasingly deadly. 


But when do we eat? 

Formations which don’t move or attack may 
resupply. This restores ammo, fuel and 
strength. But costs hard earned prestige points. 
Resupply is reduced when adjacent to one or 
two enemy elements and prohibited when bor- 
dering three. If units run out of fuel they can’t 
move, if they run out of ammo they can’t 
attack, if they run out of strength points they 
transfer to the big chipland in the sky. When to 
rotate a unit out of the line is perhaps the criti- 
cal decision in the game. 

Defending University Hill 

O.K. So where do we fight and what are we 
fighting for? Good questions. Scenarios are 
won by capturing victory hexes. The plethora 
of scenarios pose numerous unique challenges 
which must be met to win. There are straight 
land battles such as Moscow 43 and Ardennes. 
Predominantly amphibious scenarios — 
Normandy, Operation Sea Lion (two versions) 
and true all arms stuff, which includes my 
favorite, Norway. There is even a what if, 
Invasion America, scenario. Hey, how many 
WWII games let you battle for control of 
University Hills and the White House? There 
are 38 scenarios in all. Either side can be 
played versus the computer or against a human 
opponent via email. 

Oh, yeah. | almost forgot one of the game’s 
major selling points. The campaign game. 


PANZER GENERAL 





Great fun. There are five to choose from. The 
1939 Blitzkrieg, 1941/1943 Eastern or Western 
Front. The player is given a number of core 
units and starts the first scenario. The results of 
a scenario dictate what follows. A brilliant 
defense of Italy in 43 allows the player to 
attempt the capture of Moscow. Screwing up 
North Africa in 41/42 leads to early German 
annihilation. 


What’s wrong? 

Not much. The basic game engine 1s strong. 
In a industry where post release troubleshoot- 
ing is the norm, PG is a pleasant surprise. 

The AI is good. It will give most players a 
stiff game and exterminate the rest. As usual 
with AI, it’s better on the defense. I defended 
Italy without much problem. But you better 
build some AA units. 

If you’re more of a George Patton than 
Erwin Rommel kind of guy you’ve got a prob- 
lem. Unfortunately, the campaign scenarios 
may only be played from the German side. But 
hey, the game’s name is PG not Tank Guy. 

SSIs Rick Martinez, PG’s associate produc- 
er, says PGII is in the works and will include a 
scenario editor plus Allied campaign options. 
Too bad it doesn’t come with the initial pack- 
age.L) 

Mark Walker 
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e Photo-realistic imagery increases in 
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cissors cut paper, rock crushes scissors, paper covers 
at rock. A simple, sometimes derogatory, analogy when 

applied to wargames. Simple, that is, unless the game 1s 
SSI’s Panzer General (PG). With over 400 different types of 
paper, rock, and scissors, rated in fourteen categories, attempting to 
crush, cut, and cover each other 1n a wide variety of terrain from 
Washington, DC, to the Urals, the strategy in PG is anything but 
simple. But then neither is combined arms warfare. Hey, nobody 
said having fun was easy. 


So many units, so little time 

The mechanics of play in PG are simple. However, the plethora 
of units and unit classes can be overwhelming. My first inclination 
was to take what appeared to be the most powerful units, the tank 
formations, and bull ahead. This works just fine till I bulled into a 
city defended by an anti-tank formation with artillery support. That 
was a major error. 

To play PG well you have to know your troops and use the right 
tool for the job. The units are brigade/divisionish, but it isn’t exact, 
nor critical, and varies with the scenario. Yet each formation has 
it’s own strengths and weaknesses. Hopefully, this article can pro- 
vide some insight into the maze of PG’s units and capabilities. If 
not hand over the key to victory at least point to the lock. So strap 
on your pearl handled revolvers (you’ve seen Patton, right?) and 
follow me. 


Defending the ozone 

There are three choices here; fighters, anti-aircraft units and air 
defense units. The best weapons are fighters but they are also the 
most expensive. Fighters can be used offensively to attack enemy 
aircraft, defensively to escort (place them adjacent to the 
transport/bomber they are escorting) or to fly combat air patrol by 
stacking them in a ground unit’s hex. Dual usage is cool. Stack 
them over a ground unit adjacent to a friendly bomber and they will 
protect both. Cost is the catch, frequently the German will lack suf- 
ficient prestige points to field a credible Luftwaffe. Killer unit is 
the Me262 squadron, it’s air attack (AA) value is 32. Nothing else 
is really close. The American’s P51H has a AA rating of 24 but 


Go around the mountain 
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doesn’t have the range. 

Enter anti-air and air defense systems. These formations repre- 
sent heavy concentrations of towed or mobile anti-aircraft weapons. 
Air defense units will fire on enemy aircraft attacking adjacent 
units. These units are fairly cheap. Although an 88 flak formation 
costs 288 prestige points a nest of these guns will heavily atrite 
enemy airpower. 

When playing the Germans in Operation Husky, air defense unit 
construction is job one. Numerous anti-air and air defense units on 
the narrow Italian peninsula can keep the allied air power knocked 
back to bearable proportions. By the way, cities provide good pro- 
tection for air attack. Units parked in cities suffer less damage than 
formations wandering around in the open. 

The other side of the air coin is bomber command. These units 
are way valuable and tres expensive. The various bombers, level 
and tactical, are jack of all trades kind of guys. Tactical bombers 
(Typhoons, Stukas) are an important part of the attrition process in 
any combined arms assault and can be used as flying artillery to 
support a rapidly moving spearhead. But watch out! Most tactical 
bombers are dead meat if jumped by enemy fighters. You have to 
escort those puppies. 

Level bombers, in contrast, can give darn near as good as they get 
in air combat. The bombers will lose, but they will take a couple of 
Tom Cruise wannabees with them. The level bombers usually 
inflict less damage than tactical planes on ground targets, but any 
suppression inflicted lasts the entire turn. This is a big bonus as 
suppressed units don’t return fire when assaulted. 

Additionally, these bombers can be useful against fleet units. 
Frequently, the JU88 squadrons will be the Germans only answer, 
albeit an inconclusive one, to Allied naval superiority. Last point. 
Don’t forget, victory hexes, successfully bombed by level bombers 
subtract prestige points from the enemy. 


Tanks and their enemies 

Wargamers love tanks. All the famous hardware is included in 
PG. Tigers, Panthers, Shermans (several versions), Pershings, 
M13/40s, Cromwells, and Matildas -they are all here. 
Unfortunately, for the armored behemoths, so are all the weapons 
traditionally used to destroy them. 

Usually, the tank formations will be the decisive factor in an 
offensive. However, they must be employed with aggressive cau- 
tion. Do use them in open terrain against stuff like infantry, 
artillery, light AA, inferior tanks, cavalry, other mounted units, and 
perhaps suppressed anti-tank guns. Do not use them against cities 
garrisoned with infantry or anti-tank guns. Especially if the defend- 
ers are supported by artillery. 

There are no gimmicks to proper armor employment in PG. 
Follow the historical example. Keep them moving, bypass strong 
points and cities. That kind of stuff is infantry work. 

Now don’t confuse assault guns with tanks. Often, with their 
powerful soft attack factors, these formations will be deadly against 
city slicker infantry. If your looking to buy these you’ll find them 
under the ARTILLERY heading. They’re the ones with high soft 
attack and ground defense factors. Most wargamers know them by 
name -StuGIV, StuH42, M4A3(105 Sherman), and Servomente, to 
name a few. 

So who’s the big man on campus? Certainly the Tiger II has the 
best hard attack factor (25) but it is slow and will need to refuel 
often. My vote is split between the Panther G and the Firefly. Both 
have potent hard attack factors (21) with better speed and range than 
the Tiger formations. I give it to the Firefly on looks. 


Infantry and their support 
As in any wargame worth its silicone, infantry is important to vic- 
tory. | won’t belabor the point. Use them in the obvious situations. 
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vith simple truths 


They are good at city and other rough terrain combat. 

They entrench well and a unit’s entrenchment level increases the 
chance that it will put up a “Rugged Defense”. When this occurs 
the infantry attacks first in the combat round and odds are computed 
using the opposing units close defense value. This significantly 
enhances the infantry’s effect and severely saddens the owner of the 
opposing unit. 

Infantry loves company. Most successful city assaults will 
require prior softening of the target hex by artillery and air assets. 
When defending, artillery is a Godsend. The artillery will conduct 
defensive fire against units attacking adjacent formations. 

This will eliminate some of the bad guys, others will be sup- 
pressed and will not participate in the ensuing combat. 

Towed artillery hates enemy artillery, battleships, armor, and 
bombers. Try to place your supporting artillery in terrain that pro- 
vides some protection, perhaps neighboring anti-aircraft units, and 
away from units capable of directly assaulting its hex. Easy to say, 
hard to do. Don’t expect exposed artillery to survive. If that’s the 
way you have to fight, consider buying self propelled artillery 
(Wesp, Hummel, Sexton, M7 Priest). The self propelled artillery’s 
higher defense factors and hard target classification at least slow the 
attrition process. 

Who is the top dog in the infantry kennel? It’s either the 43 Wehr 
HW or the American Rangers. The Rangers’ hard attack factor is 
somewhat lower. However, their initiative is higher and the spot 
better. Anyway, they’re Americans. That’s worth a couple of style 
points. 


Looking ahead 

Recon units are pivotal to a successful offensive. When playing 
with the hidden unit option (and if you aren’t you’re a wimp) you 
have to know where the bad guys are. Sending armor or motorized 
infantry blindly thrashing about in Indian country is a fast way to 
computer chip never never land. Remember the rugged defense? It 
is a certainty when your formations blunder into a previously 
unspotted unit. 

Most armored (read tank) formations spot units within two hexes. 
Recon units spot the enemy four to five hexes out. This, coupled 
with their impressive speed, dictates their position out front. Lead 
with the recon, try not to overdrive their headlights, and, avoid obvi- 
ous ambush locations — 1.e. cities, woods etc. 

Don’t forget aerial reconnaissance. Most planes are good spotters 
and can scout far ahead of your formations. Of course this is a sui- 
cide tactic without air superiority. Enemy fighters will jump any 
exposed squadrons and chew them up. 


Anchors aweigh 

How about those battleships? Get them close to shore and they’ I] 
do some serious damage to ground units. Furthermore, against an 
opponent without a Navy or air support (we’re talking Germany 
here) there is no way to defend them. 

But they are only part of the naval equation. The big boys — 
cruisers and battleships- are impotent when dealing with subs. 

Destroyers are murder on subs, fast, and good for screening the 
main body of a task force but melt away in any major surface action. 

If you have naval superiority use your ships as floating artillery 
and load units on transports for behind the lines amphibious raids. 
If you don’t, keep your land units out of the open and away from the 
coast. 


The beginning 

Well, that’s about it. Knowing the units of PG and understanding 
the synergy their proper employment produces is the first step to 
winning. It’s as simple as paper, scissors and rock, with over four 
hundred twists. Good hunting.U 
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A mysterious visitor comes to the Inn in Star Trail 








adventure puzzles. If all else fails, ju 


Deck us all with Boston Charlie, 

Walla, Walla, Wash., an’ Kalamazoo! 
Nora’s freezin’ on the trolley, 

Swaller dollar cauliflower alley ga-roo! 


hake out your furs and stomp your boots before coming 
in the door. I love the snow but not inside the Inn. 
Bashed, Battered and Bewildered are singing a Walt 
Kelly Christmas carol and I’m doing the ho-ho bit by the fireplace. 
Why shouldn’t I? That’s the kinda white bearded, bald-headed, 
belly-jellied fatman I am. Ho-ho, and heh-heh, grab a hornful of hot 
honey-mead and join in the festivities! 





Wolf, you animal, you 

Wolf is Sanctuary Wood’s first release and it’s a winner. 
Adventure gamers should not ignore this role-playing simulation. 
It’s a highly absorbing and entertaining game. Even when the puz- 
zles (and scenarios) are simple, like “Find Water,” they are always a 
matter of life and death for your wolf. When a miserable, bush- 
whacking human in a helicopter shot and killed my wolf, I was emo- 
tionally devastated. Get this game! It is not just an educational toy 
for children. It’s dynamic and interactive gaming at its best. It was 
previewed in the November issue 1f you want further information. 
Read on to find hints for Day of the Tentacle and Return to 
Ringworld. You will also find tips that aren’t in the walkthrough 
for Dark Sun: Wake of the Ravager. 


A bug is a bug is a bug 
WotR (Wake of the Ravager) is perhaps SSI’s best TSR collabo- 
ration so far, but unfortunately the first release hasn’t been bug free 
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for everyone. I played it on a Dell Pentium 90 with a QEMM 7.5 
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Ol’ Unca Andy’s mythical Inn and spell of last resort for solving 
st re-boot! Heh-hel 





memory manager and found only one side adventure with a fatal 
bug: the third time the Jann princess is rescued. There were some 
tiny glitches but I was still able to play and finish the rest of the 
game. Others report not having been so fortunate. SS/ will have a 
corrective patch available by the time you read this, but buyer 
beware, some configurations may not be compatible. 


Star Trail bug free? 

Sir Tech reports that they have gone through an extensive de-bug- 
ging process with Realms of Arkania: Star Trail. There were 
seven and a half pounds of paper used to report discovered bugs 
during beta testing and Sir Tech is very confident that ST is bug- 
free. 

This is a refreshing claim in a period when software bugs seem to 
be popping up in every new release. Popular software companies 
get away with inadequately tested releases because addicted gamers 
buy their products no matter what. Only when inadequately tested 
releases hurt sales will publishers spend more time in testing. 
Otherwise, realize that you’re paying for the privilege of being a 
beta tester when you’re one of the first to buy a game. 


D.W. Bradley at Origin? 

Unconfirmed rumor of the month: D.W. Bradley, creator of the 
CRPG classics Wizardry VI and VII is no longer working for Sir 
Tech, but has moved to Origin. Sir Tech now has a patch available 
for Pentium owners who want to play Wizardry VII. 


Day of the Tentacle leads to hair loss 

Adhicha Sangsawasdik wrote, “Could you please tell me how 
Bernard gets the bowling ball from Green Tentacle’s room in the 
Edison’s mansion. And whether the bowling ball is used by Hoagie 
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to get the toy mouse in the past. If Hoagie doesn’t use the bowling 
ball to get the toy mouse then what does he use? I would appreciate 
a solution to my problem before I pull all my hair.” 

My reply, “After Old Purple shrinks you, you’re the right size for 
a mouse hole to the bowling ball. The ball is for the purple tenta- 
cles. A squeaky mattress will help you get the mouse.” 

He wrote, “ I am now very happy and relieved to say that I have 
successfully completed the game. I look forward to reading your 
articles in future issues of Strategy Plus magazine and possibly 
requesting more assistance via CompuServe.” 

Adhicha, I’m very happy that you didn’t pull all your hair and 
look forward to hearing from you again (and any other reader of this 
column). 


Return to Ringworld if you dare 

The Ledge Hopper needs ten parts. On the ground are: 
Navigational, Gyro, Fuel Cell, Radar and Joystick (Seeker will help 
get the Joystick). In the wrecked ship are an Airbag and 
Diagnostics Display. Climb up the Comm Antenna Dish and get 
the Guidance Control Mechanism, walk across the arm, open the 
panel and get the Battery. 

The Vampire’s lair directions are E, U, W, N, E, E, E, U, E, D, 
E, N, D,. W, N, E, N, U, 8, U, W, W, W, D,.N, D, W, W, U, 0, E, 5, 
D, 3, E. Dy W, We We UN, U.S, FE BO, BM, ND, WY, 
U, W. 

In the Flup Tube system go all the way N, W, N, W, S past west 
tube to end. E, S to first tube E to end. E then first S to first tube E. 
Go to end of this tube to get to Floating City. 


More tips for Dark Sun: 
Wake of the Ravager 


Not only will you get more experience points for keeping 
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Matthias and Romila alive, they will be available for further conver- 
sations and clues throughout the game. If they are killed there is 
always a battle with Draxons at the then deserted headquarters 
building when you return. 

In Tyr (and the Veiled Alliance headquarters) there are several 
tapestries that act as magic portals. Some of them take you to 
rooms with puzzles to solve. In the room with the soul shards, for 
example, put the shards back in the chandelier to kill the shards 
(scroll down to find all the shards). In the room with the busts, put 
the broken pieces of mirror back after you have done various things 
to the busts like combining the objects with some, taking the bust 
off one pedestal and putting it on another and breaking another. The 
last thing you do 1s to put the extra bust in your inventory and walk 
through the mirror. In the room with the potion ingredients, 
Bartini’s elixir is fifth while Gavilion Blossoms are sixth. 

The tavern in the southeast corner has a trunk with a trapdoor. 
Use the “look” icon and then “use” to open the trap. You can gain 
an experience point bonus if you rescue one of the victims dragged 
off by Umber Hulks. Carefully explore the area to the west, south 
of Ladle. There is a path to a tunnel through the rubble. Some 
gamers have reported that using this path only takes them back to 
the beginning of the Sorrows. If this happens to you call tech sup- 
port at SS/. 

West of Tyr, in the forest area are several fun side adventures. 
Climb the large trees and enter the Halfling village. Searching some 
of the holes and you will meet the Kartang (and collect some snake 
eggs for Notaku). The western most holes lead to a most helpful 
lady who is looking for a little help to do some gardening (in two of 
the other holes). 

There is also a path to the outside walls of the Kartang temple 


just north of the Mine. You can pick up some allies there to help 


you against the Kartang. 

The tunnel that leads to the inside of the temple area is south west 
of the Mine. Inside the tunnel are the Kartang), El’s crypt area, and 
a fountain of life that will restore the dead (you can fill a flask 
found in a halfling tree here). There is also a path to the Kartang 
temple in the northeast corner of the tunnel. 

In the Crypt area there is a tunnel partially blocked by a branch. 
Shoot the branch and crawl inside to meet another group of 
halflings. Get Halla’s help and kill Runner when he comesGo to her 
and seal the tiny area by moving the boulder to block the exit). 

Kill all the Kartang in the Temple and you will have a chance to 
fight El and get his sword (those that import characters from 
Shattered Land already have an El Sword or two). It automatically 
invokes a vampire spell which drains hit points from those you 
attack and gives them to your character. 

Talk to the returning halflings after the Kartang battle in the 
Temple. Talking to the new leader awards 75,000 experience 
points. A bug in the first release allows you to collect that award 
each time you talk to her. A crowbar will open up the wooden door 
in the halfling tree. 

Mata aimasho, I'll be back next month to skewer more snaggles 
for you. In the meantime, request assistance in solving adventure 
puzzles from Unca at Strategy Plus or write to User ID 71202,3451 
on CompuServe. 
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The shard puzzle solved in Wake of the Ravenger 


The Kartang in Wake of the Ravenger 
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FLIGHT & WEAPONS CONTROL SYSTEM : 


Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this 
unique two-handed joystick — the Phoenix Flight & Weapons Control System. 











Each of the 24 buttons can be programmed using a efe-lelalte-INlaltclaicvech Oe 
| simplicity. The Phoenix is compatible with all games and flight simulators that support a s standard. = 
: joystick and keyboard controls. No special support sees = 
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Didn’t Phil Silvers already do this scene? 


e’s back! Malcolm, the villain of 
The Legend of Kyrandia is no 
longer a statue. After having been 
tossed in the dump and struck by lightning, he 
is spell-free and hungry for revenge. 
Westwood’s latest release, Malcolm’s 
Revenge (MR) is the best and brightest of the 
series, and Malcolm is its charming but devil- 
ish star. How refreshing to play a character 
that is not an avatar for a change. Malcolm is 
a character that can think, say and do every 





Designed by: Mike Legg 

Produced by: Rick Gush 

Published by: Westwood Studios 

Systems: IBM PC, Tandy and 100% compatibles 

Minimum Requirements: 80386/25 DX, 4 MG Ram, 11 MG hard 
disk space, , MS DOS 5.0 or better, 100% compatible Microsoft or 
Logitech Mouse with drivers 8.10 or 6.0 (or better), 560 K of free 
RAM, CD-ROM drive and driver 

Recommended: 80486\33 SX or better. 

Sound: All major cards are supported 

Graphics: VGA graphics and color monitor 

Note: The game is CD-ROM only. Any CD-ROM drive will work but 
since the module load times depend on your CD-ROM drive’s speed 
more than the speed of your computer chip, the faster CD ROM 
spins are recommended. 
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outrageous thing the child in you wants to 
think, say and do. There is no on-going 
struggle for Malcolm’s soul. His bad con- 
science kicked angel butt long ago. Oh, 
Malcolm still knows how to tell the truth, but 
he is so delightfully insincere when he does. 


Cruel and unusual 
punishment 

He is also on the run. Whenever anyone 
recognizes him in his jester costume, they 
report him to the Sheriff who throws him in 
jail. Being jailed is not necessarily a bad 
thing. One of the puzzles outside jail requires 
an item from inside. Unfortunately, the 
Sheriff subjects Malcolm to cruel and unusual 
punishment. The first time the Sheriff jails 
Malcolm, he orders him to crochet ten 
doilies! Horrifying, isn’t it? Fortunately, if 
the gamer is clever, Malcolm can escape this 
grisly fate. 


What does Malcolm want? 

Maybe Malcolm isn’t as bad as we thought 
he was in the first Legend of Kyrandia. He 
now says he did not kill the former King and 
Queen. “I didn’t! It was the enchanted 
knife!” Sure, Malcolm, but they caught you 
with the knife in your hand. “Because I was 
trying to stop it, you idiot!” Uh-huh. 

Malcolm wants to clear his name. He also 
wants revenge. Most of all, he wants to get 
off the island. 


Dirty tricks 

You'll get points for every puzzle you help 
Malcolm solve. You’ll also get points for 
every dirty trick you help Malcolm pull. 
Gunther, Malcolm’s bad conscience, loves 
dirty tricks and laughs whenever Malcolm 
does something naughty, like slipping a 
smelly eel down someone’s back or turning 


MALCO 


up the temperature at the sauna. It’s highly 
likely that many of the game’s dirty tricks and 
puzzles will have you laughing, too. 


Humor is where you find it 
The entire Kyrandia series is full of 
humor. Comical machines and running gags 
abound in MR. Watch for a rib-tickling trib- 
ute to the Vincent Price movie, “The Fly.” 
Not only do the games have laugh-provoking 
animations and puzzles but the stars make 
wry comments on everything the gamer sees 
and touches. For example, Malcolm visits the 
dairy. He looks around, sniffs and says, 
‘Ahhh, smell that dairy air!” 
Well, maybe you had to be there. Heh-heh. 


A pathological liar 

Westwood has created contemporary fairy 
tales that are often as much science fiction as 
they are fantasy. The stories have rounded 
characters who have psychological foibles. 
Brandon was insecure before he was King 
and constantly deprecating himself. Malcolm 
is a pathological liar and prankster who has a 
great deal of roguish charm. 


A twist of the plot 

The plot twists in convoluted fashion to 
better service the game’s puzzles. The geog- 
raphy of the whole series is a little fuzzy 
since the characters often magically transport 
from place to place through magical portals. 
I have no idea if Cat Island is south, east, 
north or west of Kyrandia; but, then I don’t 
really care either. 

The leading characters’ running mono- 
logues are brilliantly conceived and written, 
making us laugh while filling in on plot and 
identifying objects. Their lines combine the 
jargon of our contemporary world with the 
jargon of the Grimm brothers. Malcolm 
speaks as often of recycling as of magic 
potions. Malcolm also gets to lash out with 
some choice Don Rickles insults. 


a v 
a =< 
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M’S REVENGE 


Every breath they take 

MR is only being released on CD, and 
Westwood takes full advantage of the extra 
disk space by digitizing all the voices. The 
gamer hears every breath, sigh or word that 
the characters exhale. Excellent actors enact 
the characters’ voices. The actor performing 
Malcolm has a particularly rich and deep 
voice which Westwood mischievously gives 
the gamer the option to hear “heliumized.” 


Surprising innovation 

The “helium” option makes the actor’s voice 
sounds as if he has been sucking helium out of 
a balloon and changes his pitch from bass to 
soprano. Westwood also has given the gamer 
the option to hear a studio audience laughing 
and reacting during play, just like on televi- 
sion. Now this may appeal to the sit-com 
crowd, but it irritated me, and I was quite 
happy to turn off this option. Still, Westwood 
gets points for the most surprising innovation 
in a computer adventure game this year. 

The musical sound track is jazz based, and 
upbeat. I usually turn off the music option 
when playing computer games and listen to my 
collection of CDs. The music in MR is good 
enough to make me forego that custom. The 
sound effects are effective and atmospheric. 


Mouth-watering graphics 

Much of the graphic look is the same as in 
the other games in the series. Some of the ani- 
mation sequences are more detailed, however. 
The animated introduction is truly spectacular 
and there are other mouth-watering graphic 
moments like The Voice of Reason and the 
Colossus Statues. 

The heart and soul of any puzzle-adventure 
is not, however, the graphics, sound or even 
the story. No, what makes my heart beat a lit- 
tle faster, is solving the puzzles. Puzzles can 
make me throw my hands up in the air and 
say, “This is too hard,” or they can make me 
shake my head and say, “This is too easy.‘ 
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Three basic body types 


Strategy Plus 








It’s a rare puzzle-adventure that can make me 
smack my lips and say, “This is just right.” 
The puzzles in MR are the closest to being 
“just right.” I found myself smacking my lips 
quite often. 


Liar, Liar, pants on fire 

Most of the puzzles are easy enough for a 
novice player to solve with Gunther’s help. 
Gunther frequently gives Malcolm advice on 
how to solve puzzles. There are enough 
delightfully bizarre and tricky puzzles for the 
more experienced player to agonize over, too. 
Some of them made me throw my hands up in 
the air, but they are ultimately solvable. Hint: 
Malcolm has the choice of being nice, normal 
or lying. There are several key moments when 
he has to lie to solve a puzzle. There are other 
moments when he better be nice. 

The game divides into 
Westwood calls them. 


“chapters,” as 
Malcolm starts on an 
island. When he has solved a sequence of puz- 
zles allowing him to leave the island, he trans- 
ports to the next chapter. Malcolm starts each 
chapter with an empty inventory. He finds the 
objects he needs within the chapter. He cannot 
carry objects from one chapter to another. 


Five endings and a funeral 

This system is not new to the series. Each 
previous game plays the same way. What is 
new in MR is that there are five possible end- 
ings for the first chapter. This both simplifies 
and complicates the game. It simplifies it 
because the player should surely stumble 
across one of the endings. It complicates it 
because having five possible endings makes 
many of the puzzle objects red herrings for 
four of the endings. 


Malcolm rules! 

Because the game plays almost entirely 
from the CD, the game’s modules load more 
slowly than if the game was entirely on hard 
disk. But that is the only criticism I can 
make against this marvelous game. It is 
larger than the other games in the series with 
more challenging puzzles. There are multi- 
ple solutions to most of the puzzles and mul- 
tiple endings to the opening and closing 
chapters. There are abundant, game enhanc- 
ing sound effects and the music is finger- 
snapping good. Every line of dialogue has 
been recorded and the actors’ voices are uni- 
formly perfect. The actor playing Malcolm 
is outstanding. The interface is simple and 
effective. Graphically, much of the game 
looks the same as before but there are spo- 
radic happy surprises, including the intro- 
duction. Westwood has another major hit 
here, and Malcolm may now be their best 
and brightest star.U 

Andy Backer 
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GETTING STARTED 


Andy Backer digs into Sir-Tech’s stunning sequel 


Gorm 
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ote that general hints are in italics. More detailed informa- 
tion is bracketed. This is a large game; some of the non- 
essential quests are thus not covered here. 


What’s the objective of the game? 

To find and return the Salamander stone. 

[This is a large game with many places to explore, but the only 
absolutely essential thing you need do is get the Salamander Stone from 
the Dwarven Pit in Finsterkoopen and go to the final Dungeon in 
Tjolmer. Everything else is for experience. The Star Trail is a red her- 
ring; it does not exist. ] 


How do | get started? 

At the temple create your own party, import one from Blade of Destiny 
or use the already created startup party. 

[The startup party is strong enough to play and win the game. The 
characters can be renamed and given different portraits if you want to 
make the party more your own. 

A stronger party can be created from scratch but be prepared to spend a 
great deal of time studying the manual. There are many attributes, skills 
and spells from which to choose (Bambaladam and Paralyze are valuable 
spells to know. You'll need Melt the Solid at the end of the game). 

Include a Magician in every party, and quickly enhance his magic 
wand power to higher levels (you will then always be able to see in the 
dark without torches or lanterns). 

Rogues make excellent thieves. Add to their lockpicking skills every 
chance you have. There are many, many locked doors and chests that 
need to be opened. The spell Foramen doesn’t work much of the time 
early in the game, and wastes spell points. Unless a character is quite 
strong, bashing down doors doesn’t work very well, either. 

To get extra money to go shopping, create extra characters and add 
them to your party long enough to collect their gold and equipment. ] 


Hey, it’s dark and the shops are closed. 

Use your characters’ skills to get money in the bars. 

[Characters with pickpocket, singing, dance or acrobatic skills can 
make money while the bars are open. You can camp and have the party 
take a short nap until the shops open. The pickpocket can steal more. | 


I’ve got plenty of money 
Buy armor, weapons, potions and herbs first (the marketplace tents are 
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only available every seven days). Then shop for housewares at the town 
Store. 

[The startup party comes equipped with some of the basic supplies, 
including water skins, some clothing and weapons. Get the most 
effective weapons, armor, headgear and footgear you can buy. Make 
sure you have two obsidian knives in your party. Buy extra shoes 
(they wear out quickly). Buy each character a sleeping bag, winter 
coat and tableware. Buy poisons (to use on weapons), potions (for 
healing), bon bons (for goats,) and a fishing hook. You will find most 
herbs, but buying extra whirlweed doesn’t hurt. Eating one leaf 
restores ten health points. ] 


How do | get out of town? 
Click on a road sign. 
[ In some cities you'll also have to click on the direction you wish to 


20. | 


I’m outside of Kvirasim, where do I go now? 

Gashok. 

[Check to make sure the game is in advanced mode so you'll be able to 
select skills, spells and attributes during a level raise. Save the game and 
go S, SW, S, S to Gashok. You will be interrupted in your journey by a 
priestess in difficulty. Choose to aid her. After you win a tough battle 
she will reward you with enough XP to raise everyone’s levels. Select 
the new attributes, skills and spells manually. Continue south to 
Gashok. | 


What’s in Gashok? 

Avenge Artherion and he'll reward you with two magical weapons 
(this is a side quest and not essential to finishing the game). 

[In Gashok, search the ruins of Artherion’s Old Mill; ask Gerlanje, 
the herbalist, about the “Mill” and then “Artherion.” Leave the city 
to the NE and commence marching. When you come to the dirt path, 
go N. When you reach Artherion, tell him you will avenge him, and 
you know what he’s been through. Return to the city, stay at “All 
Roads” Inn. Visit Gerlanje again and ask about “foreigners” and 
“Valpor of Kuslik.” Find Valpor and ask him where you can find 
the newcomers. Kill Erholt of Tiefhusen. Kill Derorgorn of 
Thunderhook and search his home for evidence. Return to 
Artherion, get rewarded with two magical weapons. Return to city, 
spend night at Inn, exit to S.| 
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Go west, young role player! 
Where do | go after Gashok? 

The Dwarven Pit in Finsterkoopen. It’s to the southeast of Gashok. 
[Exit Gashok S. Go S, E, NE, S, S, SW, SW, W, SW, SW, W and 
enter Finsterkoopen. To get into the Inner City (entrance in N quadrant 
of Outer City) split your party (remove Elves, Druids and Witches). Go 
to Temple of Ingrimm (E quadrant) and ask Inradon Xermosch about the 


Dwarven Pit three times. He’ll give you the key. The DP entrance is in 
the NW quadrant. | 


Okay, I’m in the Pit, what now? 
The Salamander Stone ( the ikosahedral stone) is six levels down. The 


fifth level is filled with water that must be drained to uncover the stairs to 


the sixth. There, one of your characters can swap an artifact for the 
ikosahedral. Don’t be greedy. 

[First Level: Search skeleton. Pull the asthenil ring from brazier and 
equip it. Picking your way through locked doors, go to the northwest 
corner. There you’ll find a shaft. Climb up and get the Double Bearded 
key. Climb back down, explore the level. Get torches and tinder box 
from a pile of rusted tools. Get a shovel, crowbar, and chair from a pile 
of junk (examining the stone altar will cause your leader to fall into a 
trance. Address the character to break it). Light torches near the bas- 
relief of Ingrimm (S wall of SE quadrant). There are four chests on this 
level; one of them trapped (note: leave most of the treasure items in the 
chests you find on all levels; just note what you found and where. You 
will be coming back and can take items then, when you know how much 
space you’ll have available. Take the Girdle of Mights you’ll find and 
increase your carrying capacity. Take the fire, ST and DX potions). Go 
down stairs to second level in SW quadrant. 

Second Level: save at the beginning of the level... be careful. There’s 
a lever in the NE quadrant that will drop you into an unnecessary battle. 


Alex att Bigbad 
Could it be the Dutch crown jewels? 
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Get crank and cart grease. Examine crank hole closely along east wall in 
SE quadrant and use crank. The answer to the Gnome’s riddle is 
“MOOSE.” If the Gnome splits your party, re-unite it. There are five 
chests. Go down stairs to third level in the NW area of SE quadrant. 
Third Level: find the Big Copper Key in NW quadrant (you'll have to 
dig your way through most of the NW quadrant to find it). Fun things to 
try is to ride (after greasing it) the cart and slide down the chute. You can 


jump over the open pit, and then find a lever to close it. Kull the skeleton 


and read the parchment. There are three chests. Find stairs to go down to 
level four in SW corner of SW quadrant. 

Fourth Level: stairs to the fifth level are present in the SE corner of the 
SE quadrant (the fifth level is under water. Swim in the water and you 
may be rewarded by finding the always-filled Magic Water Skin). An 
up/down shaft is available in the northwest corner of the northwest quad- 
rant. You'll also find a pool of water surrounded by statues of Gargoyles 
(touching the statues brings them to life). A wheel is found in the NW 
quadrant. It is guarded by a group of undead who have the Stone 
Medallion. Kill the undead and get the Medallion. Turn the wheel to 
drain the water from the fifth level, uncovering the stairs to the sixth 
level. 

Fifth Level: Try to lift the stone lab in the north of the drained pool 
until you get a message asking if you wish to use the crowbar. 

Sixth Level: Dress only the character wearing the asthenil ring with the 
leather items in the chest. Have that character carry the tinderbox, a torch 
and the Stone Medallion and walk over the glowing squares to the shield. 
Use a lit torch on the shield. Explore and meet the Golem. Wait for 
him. Pledge the Stone Medallion. Go S and then E to find the chest with 
the ikosahedral stone. Swap the Medallion for it. Do nor take anything 
else the Golem has. Return the leather you borrowed. Leave the pit, tak- 
ing treasures along the way and rejoin your party. |U 
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h no, not Murphy!” screams dis- 
appointed James Earl Jones. 
He’s not talking about Murphy 


Brown or even Eddie Murphy, but rather Tex 
Murphy. Known as Access Software's 
“homegrown hero,” Tex has been the star of 
Mean Streets, Martian Memorandum, and 
now, the long awaited Under a Killing 
Moon (UaKM). 

If you’re familiar with Tex’s previous 
adventure titles, you already know that he’s a 
private investigator with the usual lifestyle: 
he lives in a run-down apartment, doesn’t 
have a spare penny, and things just aren’t 
going his way. To provide a little mysterious 
atmosphere, the setting in this game is futur- 
istic San Francisco. The Golden Gate Bridge 
still exists, but the city is vastly different 
from today’s society. To start off, the world 
is now filled with mutants and humans. In a 
concept very similar to John Wyndaham’s 
The Chrysalids novel, a group of humans 
are trying to create a “pure” society without 
mutants. Herein is the conflict that shapes 


Plot twist 

Of course a simple plot to eliminate a race 
from the planet isn’t quite enough. You have 
to throw in the arrival of the Colonel (played 
by Brian Keith), who is Tex’s old mentor, 
and a strange “morphing” character named 
Chameleon also “morphs” into action. The 
“pure society” cult has some disturbing plans 
surrounding a mysterious moon base and the 
destruction of earth. I guess it’s pretty obvi- 
ous that it’s Tex’s turn to save humanity. 

Unlike T7G where all the player’s move- 
ments were pre-rendered, this game breaks 
tremendous ground in the area of a virtual 
world environment. The clearest way to con- 
vey the feeling of this mode is to say that it’s 
just like playing T7G, but you have complete 
freedom of movement using a 3D engine on 
par with Doom. You can crouch down on 
the floor or look down into a drawer; the 
game assumes nothing, and you actually 
have to solve puzzles in the traditional 
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An appropriate place for the rat race to begin 


adventure game sense. Thankfully, the puz- 
zles are not designed using the new-wave 
“non-interactive-sit-back-and-watch-the- 
nifty-3D-animation” concept, which is all too 
common in today’s multimedia epics. 


3D adventure interface 

One of the key elements to the 3D virtual 
engine is the actual game interface, which is 
very similar to a Sierra or LucasArts adven- 
ture. In essence, you enter a 3D movement 
mode to explore the environment. When you 
want to actually look at something or manip- 
ulate an object, you enter a standard adven- 
ture game mode where icons are used to 
interact with the environment. The use of 
inventory items also significantly enhances 
game interaction. On top of this, there are 
numerous non-interactive video segments 
that play when conversations between char- 
acters erupt. 

When interviewing or chatting with char- 
acters, you can decide how to speak with 
them by selecting from a list of 3 different 
responses. This branching-dialogue tree con- 
cept means that if you’re not a smooth-talker, 
you could soon become a dead PI. 
Additionally, you can ask each character 
about certain names and places you have 
encountered through your “virtual” experi- 
ence. 

The way the puzzles were designed to take 
advantage of the 3D engine is quite impres- 
sive. For example, when you search some- 
one’s office, you have to open their desk 
drawer, then tilt down to look inside, and 
pick up a letter. An option to restore the 
game to your exact location before you died 
would have been appreciated, instead of hav- 
ing to revert to an old saved game. In addi- 
tion, there is a lot of exploration that needs to 
be done in each room in order to find all the 
clues and hints hidden in the woodwork. 

Speaking of hints, UaKM includes an on- 


line hint and help system; it’s about time that 
someone implemented this feature in multi- 
media games. Thus, when a player is stuck 
on a puzzle, all you have to do is call up the 
on-line hints which provide puzzle solutions 
on a step by step basis. Of course every time 
you use a hint, points are deducted, so there 
is another side to the story. 

The action evolves over a 6-day period of 
time. New locations and characters are intro- 
duced each day to keep the action fresh, and 
the plot moving along in a logical manner. 
To travel between locations, there is a simple 
“travel” icon which can instantly warp you to 
any part of the map which has previously 
been discovered. 

Under a Killing Moon underlines the 
phrase interactive multimedia; this is the first 
truly interactive movie I’ve played, and it 
puts you under a spell. In the end, I was 
awake through many full moons playing the 
game. Simply put, this is a multimedia mas- 
terpiece. Kudos to Access for creating such 
an interactive environment, and at the same 
time, spicing it up with dashes of multimedia 
pizzazz. Ladies and gentlemen, welcome to 
the future of adventure games.U 


Geoff Keighley 


Designed By: Chris Jones, Aaron Conners 
Published By: Access Software, Inc. 
Systems: IBM CD-ROM (4 CDs) 

Requires: CD-ROM Drive, 386/25Mhz (mini- 
mum), SVGA display, Hard Drive, 4MB RAM 
(minimum), Sound card, Mouse. 

Graphics: SVGA or VGA; User configurable 
screen size 

Peripherals: Mouse 

Sound Cards: All Major Sound Cards 
Supported 

Players: 1 

Copy Protection: None 

More Information: Access Software (1-800- 
800-4880) 
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n the following, hints are in italics. More detailed information is 
bracketed. Side adventures are not included. Read Boots of Re for 
further tips on playing WotR. 


Where is the Veiled Alliance headquarters? 

After the initial battle, heal at the Inn, talk to Arslan (the Dwarf in a 
back room of Stitches), ask to join the Veiled Alliance, agree to run an 
errand for him; after you've run the errand he'll take you to the bath- 
house and tell you how to open the cabinet. Notaku (a merchant in 
Shadow Square) will pay for the giant skeleton heads. 

[Arslan wants you to get a note from the Templar’s office. He’ll tell 
you Fayina the thief knows how to break in. She’s at the Inn in the 
southeast corner of the city. She’ll agree to help if you pay Acar what 
she owes him. Acar is in the northwest, inside a large mansion. You can 
pay Acar with cash or make a deal to just deliver a message next door to 
Boric. Fayina then tells you the code to open the Templar’s main door 
(in the northeast corner) and gives you a key to their east side treasure 


Things are getting pretty intense here 
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room (north of the Pyramid). Click the key on the door. Take the trea- 
sure and listen to the conversation in the next room. Go to the main door 
to the west, “knock twice, then once” and speak with the Templar to the 
north. Tell him what you overheard, that the Draxons are going to kill his 
fellow Templars. He’ll drop a key for you to open the east door. Kill the 
Aurumvorax, take the journal and treasure from the south cabinet and go 
through the portal in the north cabinet. Kill Kalaobuta and pick up the 
note there and return it to Arslan. He’ll ask you to follow him to VA HQ. 
You'll have to be very fast to follow him (one trick is to use the overhead 
map: click on your destination and your party will arrive at the same time 
as Arslan. You can also change the mode of the game to “Easy”’). 

Arslan then tells you how to open the cabinet in the north of the bath- 
house (use the “look” icon on the west fountain to open the door. Then 
use the icon on the cabinet). 


How do I get into the pyramid ? 
You can t get into the Pyramid until after you've visited VA HQ. If 


you agree to help kill Draxons, Romila will direct you to Tasarla in 


Shadow Square. Tasarla will tell you what you need and where to get it. 

[Ask Tasarla to sell a Jaguar Cage to you, which identifies you as a 
member of the VA. Take the papers she gives you and go to Kovar’s 
house to the east. Read the books in his bookcase to find out how to 
enter the Pyramid. Search the bookcase for a stone “key” to operate the 
door in the statue. Once you're in, break through the grates to find a tun- 
nel and go north. ] 


How do I get past the statue 
in the outer ring of the pyramid? 

The magic that keeps you from going past only works when the statue 
is facing you. 

[Shoot arrows at it to turn the statue. } 


How can I prevent the Feyrs 
in the outer ring from coming out? 

Plug their holes. 

[Use the cork as stoppers, and kill Dream or he’! pull out the plugs. 
Pick up Feyr teeth and sell them to Notaku.] 


How can I win the battle 
in the pyramid garden? 

Come up the back way through the cabinet and kill Rainika first. 

[Kill as many of the Draxons as you find in the inner ring before going 
to the Garden. Use the fire ring to the north for healing. Break open the 
grate on the west side. Give Abelard fruit if you have it, and go north 
through another grate. Kill every Draxon you find and enter the cabinet. 
In the Garden, kill Rainika (search her) and then find safe areas near the 
cabinet and wait while the Garden does most of your work for you. Kill 
Draxons that approach you. Re-enter the cabinet and go back to Tyr, 
killing any left-over Draxons on the way. Either heal in the outer ring or 
rent a room in Tyr. Do not expect to be able to heal at VA HQ.] 


Do I need to keep Matthias and Romila 
alive during the attack in VA HQ 

If you can (a haste spell will help), vou get more experience points for 
doing so. But it isn't absolutely necessary. Some one from the VA will 
speak with you after the battles, no matter what happens. 


Strategy Plus 


Welcome to the bureau of missing genies 
What do I need to do at VA HQ? 

Agree to get the artifacts. Talk to Silvain to get the Cup. Put it in your 
inventory. It can be used to resurrect your dead without penalty Read the 
scrolls in the secret archives. Put the torn tapestry in your inventory. 


Where are the other three artifacts? 

Promere’s Hammer is in the Mines, the Fire Ruby is in the Ringing 
Mountains, and the Lyre is in the Cloud Region. 

[Use the portal through the tapestry that isn’t torn to get to the Ringing 
Mountains. Activate it with a live coal from the brazier. To get to the 
Cloud Region, have the torn tapestry repaired in the Jann camp and 
rehang itin VA HQ. Activate it with the Feather Fan from the chest with 
the Royal Desert Worm Dye, which you will need to get the tapestry 
repaired (along with the thread from the shirt of the merchant in the 
small tent to the south of the Jann camp). |] 


Where do I get the key to the mines? 


Boric the mineowner is looking for a few good men. 


What do I do in the mines? 
The most important task is to rescue Blick, the elevator operator (Blick 


is lying unconscious in a room with toxic gas. You must set up a series of 


fans to blow fresh air into the room, starting from the room with an out- 
side ceiling vent). Then you can take the elevator down to the lower lev- 
els, where you solve a murder mystery and open a secret door, leading 
(eventually) to the Hammer. 

[From the room with the fire ring go N, N, E. Turn the fan to the W. 
The fan should spin (the fans will only spin when they’ ve been turned in 
the correct direction). Go W, turn fan S. Go S, top two fans W. Go W 
and after trying to clear the rubble, ask for help. Go W, turn both fans 
W. Go W, turn fan N. Go N, turn fan W. Go W, turn fan N. GoN, 
turn fan W to-clear the gas. Get the elevator key from Blick. Memorize 


Strange; there’s no there there 
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er Mines & Rock Gardens 
it. Go S, then W,W,W to get to elevator. You must kill on sight four 
miners wearing white hats to stop the murders. They wander randomly, 
but are usually found near Hadro’s Half Acre. Once you kill the white 
hats you can go to the Old Digs (there’s a fire ring there) save and enter 
the secret door (two Mind Flayers will attack when you arrive at the 
digs). | 


How do I get the hammer? 

Generally, after entering the Underdark, go north, picking up three 
pieces of a special key, open the glowing door, break the container hold- 
ing the Elder Brain, get the Primarch’s key to open the fire ring room 
and get the key to open the east passage. Go north then west to the 
Forge and get the Hammer. 

[Go through the secret door, kill everyone including Granger, go N 
(you can find poison for the Mind Flayers’ soup to kill them). Go W, 
S, kill and take key for chest from Chef. Get triangular key from 
chest. Go N to Central Junction, then E. Kill all in the lab area, get 
key from Inquisitor Open safe, get another triangular key. Go back 
to Central Junction, now go W. Go through southeast columns. Use 
grappling hook to climb over wall. Kill Yiss and get third triangular 
key. Go N, N then E to Central Junction, then go N. Continue N to 
glowing door. Use triangular keys. Save, prepare for large, difficult 
battle. Use Synaptic Static (this battle is much easier if you get the El 
Sword during a sidequest with the Snake-People before tackling the 
Mines). Get key from Primarch to open fire ring room. Take the key 
to open the door to the north and west. Enter the cavern with the 
Earth Drakes. Kill them and take the Hammer from the hands of the 
seated skeleton. Kill the guardians. Equip someone with the 
Hammer and break the boulder barring the exit and also the rockslide 
at the entrance to Underdark. Melody will ask to do a brain scan. 
Allow it. Speak with Melody again at the front office to collect your 
reward.U 
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rizzt Do’Urden, a dark elf in the 
cr world of Menzoberranzan, is the 

most famous of the race inhabit- 
ing this dark new world from 7SR and SS/. 
His opponents — the drow elves, from 
Underdark, have attacked a small village 
near Icewind Dale, laying waste to buildings 


and inhabitants. It seems they’re out for 


revenge against Drizzt, who’s forsaken the 
evil ways of his brethren and left Underdark 
for the world of light above. 

By capturing villagers the drow hope to lure 
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Drizzt out from hiding so they can wreak 
their revenge on him more personally. But 
Drizzt — and his companion of light, 
Guenhwyvar — are clever enough to see 
through this ruse. 

The player’s party (of two, initially) enters 
the story at the point where the village has 
just been sacked, and has as its initial goals 
the assistance of the village in its recovery 
from the drows’ onslaught, and then the pur- 
suit of the drow in the hopes of freeing the 
captured villagers. During this initial quest, 
players will acquire magical, morphing and 
other skills, skills necessary for the success 
of their subsequent quests, some of which 
will lead them into the drows’ own territory, 
Underdark. On the way they will encounter 
NPCs and characters who may be chosen to 
fill out their party (maximum of four at a 
time). As with Ravenloft, members of the 
party may change over time, depending on 
the quest and the conditions at particular 
points in the game (obviously some creatures 
and races will be more suitable for certain 
tasks than others). 

The initial quest is mostly a training-style 
mission, something meant to get the player 
into the game. As the player’s involvement 


deepens, the larger story of 
Menzoberranzan starts to unfold. All is not 
well in the land of the drow — in fact, vari- 


ous drow houses are at war with each other. 





It seems that an ancient lost object of power 
has recently been rediscovered, and the drow 
houses are in competition with each other to 
lay claim to it. That object consists of a 
number of components which, when united, 
might give the right owner powers potential- 
ly capable of changing drow history and poli- 
tics. 

The player’s party doesn’t necessarily 
include the person for whom this lost object 
is intended; rather, it will be the party’s role 
to deny the object to one of the more danger- 
ous drow houses. 

Menzoberranzan fleshes out the concepts 
first revealed in Dreamforge’s Ravenloft 
engine to make them work well in a realm 
where special vision, flight, and an even 
more intensive magic system prevails. Much 
of the game takes place in the Underdark, 
making this a tale woven from the rich magic 
of a world ruled by dark elves and dwarves. 
The player journeys through a series of levels 
of the Underdark, and in so doing encounters 
a wide range of elven and drow culture, and a 
series of separate crises and dilemmas the 
party is offered a chance to solve. 

Doing battle is, of course, a central part of 
playing through this CRPG, but story is truly 
a major concern as well. The plot, the char- 
acters and the situations the player will find 
him or herself in are probably more extensive 
than they’ve been in any CRPG to date, and 
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the player’s alliances and choices have 
nificant impact on the evolution of the story. 
Up to eight different potential fellow adven- 
turers are encountered as the story progress- 
es, and each character has his or her own 
story and agenda — what the player can do 
once one of these adventurers is added on to 
the party will be restricted by what’s appro- 
priate for that character’s own personal situa- 
tion. 


a Sig- 


Getting into the Underdark is itself an epic 
first part in the process of the game. The 
Leucrottas’ Lair is particularly exciting for 
combat-oriented CRPG fans, and involves 
some pretty ingenious twisting and turning to 
get through as well. 

Once in the Underdark, labyrinths galore 
will have to be negotiated, which lead even- 
tually to the Dwarven Mines (yet more 


labyrinths!) and then finally the Temple of 
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Dumathion. And that’s just about the first 
third of the overall gameworld. 

The final series of explorations and 
encounters become ever more sorcerous, as 
the player’s party ventures ever closer to 
both ancient and current sources of elvish 
magical power. The conclusion of the game 
has the player escaping (finally! Play this in 
a dark room, by the way, for full effect) the 
Underdark to conclude the game back around 
Menzoberranzan, the city of Drizzt’s birth. 

All in all, Menzoberranzan proves both a 
wonderful CRPG and a game with as many 
story twists and turns to it as any current 
adventure. Dreamforge have taken the 
dwarves by their helmets and turned CRPG 
gaming into a heck of a lot more than hack n 
slash here. 


Steve Wartofsky 


Designed by: Dreamforge Intertainment 
Published by: SSI 

Systems: IBM PC 

Graphics: 320x400 VGA 

Sound: Sound Blaster/compatibles, Roland 
MT-32, General MIDI, 

Gravis Ultrasound 

Supports: Mouse, keyboard 

System requirements: 486/25 CPU mini- 
mum recommended, 8MB RAM recommenda- 
ed, CD-ROM 

drive required (double-speed recommended), 
hard disk space required dependent on 
install, (13-35MB) 

Copy protection: none for CD-ROM version, 
manual look-up for floppy version 

Players: 1 
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Normal in game terms, at least 


hose funny French and their history of 
penal codes! Michel Foucault spent 
years of work documenting the philos- 
ophy of same in Discipline and Punish, but he 
was only the most original of a number of 
French scholars over the years who’ve written 
histories and philosophies expounding the evo- 
lution of “prison culture” in France (and, by 
inference, other European societies). Now we 
have a game which seems to grow directly out 
of that history of understanding, one where the 
player gets to play a Papillonesque figure (who 
looks nothing like Steve McQueen) stuck in the 
middle of a Dr. Funfrock’s idea of a good time 
— putting everyone below him in their places 
and he spends all his time and effort trying to 
keep them there. 

Like many people in love with authority, 
however, Dr. Funfrock is almost completely 
without imagination, and has almost no under- 
standing of those with it. Funfrock’s repressive 
mediocrity has managed so far to take over the 
planet of Twinsun, and spends all his time 
churning out clone after clone of the four 








Not your average town square 
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unusual species to be found on that planet — 
Quetches (humanoids with pony tails), Grobos 
(elephant-like beings), Spheros (guess) and 
Rabibunnies (guess again — no batteries 
included). But Funfrock’s reign of terror is 
fragile. 

As Quetch Twinsen, you have the mission of 
breaking out of Funfrock’s asylum and rescu- 
ing Twinsun from his grasp (no less). 


On with the game 

That’s the situation. How does it play out, 
though? Marvelously. Twinsen and his world 
appear, first of all, from a (mostly) two-thirds 
overhead perspective (much like that in 
Syndicate or Populous), in wonderful clayma- 
tion-like SVGA detail. The graphic design of 
the whole game has a beautifully cartoonish 
feel to it, but cartoonish in a way that doesn’t 
often grace the screens of American viewers. 
These cartoons are dimensional and truly sur- 
real in style (the closest recent resemblance 
would be the 3D “rides” available in Theme 
Park), and like surrealist art give the player the 
contradictory illusion of inhabiting a simultane- 
ously ultra-realistic and utterly impossible 
three-dimensional space (nickel definition of 
surrealism). 

Despite the stereotype that for the French 
appearances are everything, however, 
Relentless is anything but a simplistic graphics 
display. In Prince of Persia style, the player 
gets to operate an incredibly fluidly animated 
figure within the world of the game, whose 
every move is so lifelike it’s often easy to 
believe there’s some sort of rudimentary but 
tangible persona /iving in the PC while the 
game’s software is operating. 

And Twinsen’s moves are important — so 
much so that in some ways, they’re the focus of 
the player interface. The game offers an inter- 
esting new twist on a design element common 
in many cutting-edge CRPGs and adventures 


— taking a particular “stance” towards NPCs 
who appear in the game (haughty, aggressive, 
meek, mild, etc.). In Relentless, this stance- 
taking is an ongoing decision over the course of 
play. 


Behaviour modification 

Four stances are available: Normal, 
Athletic, Aggressive and Discreet. Each 
stance is animated differently, and offers the 
player different fundamental control options. 
In Normal stance, for instance, pressing the 
spacebar will allow Twinsen to interact with 
his environment — pick up an object, start a 
conversation, read a poster, etc. In Athletic 
stance, by contrast, Twinsen will stand in one 
place flexing his muscles, and leap-run rather 
than walk when moved around in the game- 
world. Pressing the spacebar in this mode 
will initiate a jump. In Aggressive mode — 
you’ve got it — Twinsen is ready for a fight, 
and will move more slowly but engage any 
opponent within reach (hitting the arrow keys 
along with the spacebar determines the type 
of fighting maneuver Mr. Tw engages in). 
Fighting can be set for Auto or Manual modes 
from a menu, the difference being that in 
Auto mode the software determines the best 
maneuver to take in a given situation. 
Finally, in Discreet mode, Twinsen sneaks 
around and can hide or get past adversaries 
who might otherwise notice him. Spacebar in 
this mode produces a crouch. 


Negatives 

Players who speak French will be delighted 
with the voice acting in Relentless, if they 
select French speech at setup time; those who 
need to play in English, however, may be dis- 
appointed with the style of voice-acting — it’s 


just a little too corny to be appropriate for some 


of the more dramatic scenes in the game 
(drama alternates with humor effectively in the 
story, by the way). The save system for either 
French or English speaking players will prove 
frustrating — action-game style, you have to 
wait to complete a “level” to save. Yuck!! 

More than anything else, though, Relentless 
is an extensive, in-depth game, chock full of 
puzzles, environments, inhabitants and interest- 
ing situations.U 


Steve Wartofsky 


Designed by: Adeline Software International 
Published by: Electronic Arts 

Systems: IBM PC 

Graphics: 256-color VESA-compatible 
SVGA 

Sound: Sound Blaster/compatible 

System requirements: 25MHz 486 or higher 
(486DX2-66 recommended), 4MB RAM ‘ 
(8MB recommended), 10MB hard disk space 
(35MB for fast voice data access), MSDOS 
5.0 or higher, Single-speed CD-ROM drive 
(double-speed recommended), Copy protec- 
tion: none (plays from CD-ROM disk) 
Supports: Keyboard 
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nyone who has spent any time in as little as a cursory examina- 
tion of Naval History will have encountered the phenomenon 
of Line Tactics. Some of you are no doubt asking, what are 
Line Tactics? 





Defi 

Line Tactics are the various formations that arise from the practice of 
placing ships in a “Line Ahead” (Royal Navy parlance) or “Column” 
(U.S. Navy Parlance), such that each ship follows in the wake of the ship 
ahead of it, with the lead ship acting as the “Guide.” Such formations 
have advantages (which we’ll discuss a little further on) which go beyond 





Making a group turn 
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being neat and orderly, but they also pose some dangers. A collision at 
sea between two ships is synonymous with disaster. Spacing in such for- 
mations is thus dependent on the size, speed, and maneuverability of the 
vessels. Since a collision between friendly vessels can have the same or 
worse consequences as enemy action, care taken with spacing makes a 
great deal of sense. | 

In order for a column of ships to maintain their relative arrangements 
in the line (also known as line integrity), a turn must start with the lead 
ship (the Guide), with all other ships following in the wake of the guide. 
Such a turn is known as a “Corpen” in the parlance of the U.S. Navy. 
With relatively slow moving ships, and a long line, such a maneuver 
could (and did!) take hours in the age of fighting sail, and remained time 
consuming even well after the advent of steam propulsion. 

Another method of changing the direction of travel for such a column 
is for all the ships to “Turn Together” at the same time (a “Turn” in the 
lexicon of the USN). The obvious problem with this method is that it 
will change the relative arrangement and result in a formation other than 
a column (except in the case of a 180 degree turn, of course). 

So why on earth did naval forces arrive at this arrangement? 


Validation 

There were several valid considerations which led navies to develop 
line tactics (and, in the case of the Royal Navy, to mandate them in their 
“Fighting Instructions”). The most obvious advantage of line tactics 
derives from the physical arrangement of ships’ weapons during the era 
when gunnery reigned supreme. One of the few constants in gunnery 
from the Age of Fighting Sail through the Second World War was the 
fact that ships could bring the greatest number of guns to bear against tar- 
gets on their beams. Line formations were thus a convenient way to 
bring as many of a force’s guns to bear on the enemy as possible without 
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having to worry about shooting into friendly ships. 

Another purely tactical consideration favoring line tactics was the fact 
that a formation which kept its line together was very difficult to defeat in 
detail. Most engagements between large squadrons and fleets during the 
age of fighting sail were thus indecisive by modern standards. Very few 
ships were lost to capture on either side, and fewer still were so severely 
damaged that they subsequently sank or were scuttled. 

Line Formations were also conducive to the communications sys- 
tems of the era. Signal Flags were the most common method of com- 
munication, and their use was designed specifically for use in line for- 
mations. Signal flags were used in conjunction with code books, 
which allowed complex communications to be accomplished with only 
a few flags (having to spell out each word would require more space 
than was available, more signal flags than it was convenient to carry, 
and was subject to greater errors in interpretation). In practice, the 
Flag Ship? would hoist a series of flags (known as a Hoist) to a posi- 
tion about 2/3rds of the way up the falls towards the block on the hal- 
yard (known as “The Dip”). As each ship read and understood the 
hoist, they would repeat it and raise it to the dip. When the last ship in 
the formation had read and understood the signal, they raised the hoist 
to the dip, and then “Closed it Up” to the block. The remaining ships 
in the formation would then “Close Up” the signal as well (in the 
reverse of the method just described). When all the ships in the forma- 
tion had closed up the signal, the flagship would close up its hoist. If 
the signal was a command, it was then executed when the Flagship 
(and all the other ships in the formation) “Struck” (rapidly hauled 
down) the signal. 


Problems with bow and stern fire 

The Column formation and the propulsion of the era determined how 
battle was joined, but tacticians throughout the era had a common goal. 
Vessels were much less effective (fewer guns available) when firing at 
targets off their bow or stern. Captains found it to be to their advantage 
to maneuver such that they were firing from their beam aspect towards 
the bow or stern of the enemy. Of course the enemy was aware of this 
tactic as well, and was doing his level best to either achieve this advan- 
tage for his own forces, or deny it to you. This tactic is variously known 
as Raking (in single ship combat), Crossing the Line (from squadron and 
fleet actions in the age of fighting sail), and “Capping the T.” 


Line tactics in simulation 

The good news is that these basic tactics are effective in almost all of 
the games dealing with the era of naval gunnery. The bad news is that 
few games at the tactical level have any real tools for implementing line 
tactics under realistic communications conditions. You will thus have to 
spend more time managing the line than the tactical commander did, 
while having faster communications and more control over the con- 
stituent units should you decide to break up the line. I found this particu- 
larly frustrating in SS’’s Great Naval Battles of the North Atlantic. 
The other ships just wouldn’t conform to the movements of the Flag 
Ship... Bloody insubordinate AI Captains were always going off to port 
or starboard, but were never on station in my wake... 
Scouting and counterscouting 

Once you have your line of Capital Ships (Ships of the Line, Line of 
Battle Ships, Battleships and Battlecruisers, depending on the era), you 
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still have a need that is unfulfilled. You have the means to pummel the 
enemy, but you must find him to pummel him. 

For as long as there have been Capital Ships, there have been smaller 
(usually faster and less heavily armed) ships which acted as the eyes of 
the fleet. In the age of fighting sail, these were the Frigates and Sloops; 
later they were the destroyers and cruisers. The role remained constant. 
The little boys scouted for the enemy while remaining close enough to 
the fleet to warn them of the presence of the enemy. 

The distance from which such scouts could effectively report their 
findings remained shorter than the distance at which they could detect the 
enemy until the advent of the radio transceiver. Yet even after the advent 
of the radio, it behooved the little boys to stay relatively close to the fleet 
if an enemy fleet was known to be on the loose. Finding an enemy fleet 
can be fatally exciting. 

For most of the era of naval gunnery, the scouts tried to maintain visual 
contact with their own forces while scouting for the enemy. In practice, 
this means you will want to station your scouting forces no more than 
about 30nm from the main force, and in no case more further than the 
effective range (under the prevailing conditions) of the scout’s best sen- 
sor. 

In terms of how many and where, a simple rule of thumb is that you 
stand into danger; thus most of your scouts (3/8) should scout ahead, 
some (1/4) should scout your flanks, and only a few (1/8, if any) should 
follow in the wake. This should be fairly obvious, since an enemy which 
is closing on you from ahead will arrive far sooner than one on your 
flanks or in your wake. 

And what do you do when you find the enemy? The first priority is to 
report the contact. The second priority is to determine as much as you 
can about the enemy. If you are encountering the scouting forces of the 
enemy, you have now reached the phase of counterscouting. 

The enemy’s scouts have much the same mission as you do. Once you 
have located them, the best way to keep them from finding and reporting 
on your main body is to destroy them or keep them so occupied that they 
cannot phone home with any relevant information. A word of warning: 
Once you have sighted the enemy’s main combatants, it is time for the 
scouts to retire. They will not long survive the attentions of the enemy. 

Well, ladies and gentlemen, I see our time has once again flown. 
Ponder these basics, and when we next meet we’ll discuss surface 
engagements and torpedos using Task Force 1942 as the example. If 
you have any questions, please forward them via CompuServe (R.G. 
Graves [70651,426]) or any other on-line service which connects to CIS 
E-Mail.O) 





l For sailing ships, the standard distance between ships is one cable 
(about 100 yards). For steam ships, the standard spacing is 500 yards for 
small vessels (less than 300 ft in length) and 1000 yards for large ships. 
A commander of a Squadron or Fleet was entitled to fly a Flag (in the 
case of an Admiral) or Broad Pennant (in the case of a senior captain) 
from the ship in which he exercised command. This ship was thus 
known as a “Flag Ship,” and the officer was referred to as a “Flag 
Officer.” 
3 This method is still practiced by most of the world’s navies to this day. 
It remains an effective means of tactical communication which is suffi- 
cient to the case when ships are operating close together. It is alos much 
more difficult to intercept than a radio transmission! 
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US NAVY FIGHTERS 


REVIEW 





nfortunately, very few ever get the 
privilege of serving their nation as 
naval aviators, but Electronic Arts 
has done a slam-bang job of providing you a 
way of experiencing the visceral thrills of 
being a carrier pilot, in the form of US Navy 
Fighters (USNF). USNF is an extremely 
ambitious product. If you have the hardware to 
supports its more innovative elements, this 
game will really blow you away. Here’s a pro- 
fessional’s checklist on the design: 





Flight Model 


This is a very subjective area, and as a real 
naval aviator I have yet to find a really good 
flight model in any computer simulation. 
However, I think the folks at EA have struck 
an admirable balance between realism and 
playability. The flight model doesn’t get in the 
way of a player being able to accomplish the 
mission, but it gives the player a taste of some 
of the unique difficulties associated with flying 
“off the boat.” I particularly enjoyed rolling 





On deck, getting ready to go 





into the groove and calling the ball. My first 
landing resulted in the Landing Signal Officer 
grading me with a fair pass. Not the kind of 
landing grade that will earn you top landing 
honors at the end of the cruise, but, hey, we 
survived. 


Combat Realism 

This is what a combat flight simulation is all 
about and Electronic Arts has hit the bullseye 
dead center with USNF. I’ve flown the canned 
training missions and I’m impressed. My next 
door neighbor, who did ten years in the Air 
Force as a Weapons System Operator (WSO) 
in F-4’s, watched me do a night mission over 
downtown Kiev, where | had to take out a 
hardened bunker, and he was mightily 
impressed by the game’s realism. All the ele- 
ments of modern naval aerial combat are 
here...the carrier, the MIG’s, the SAM’s, 
ZSU’s, you name it. You won’t lack for chal- 
lenge with this game. 


Play Modes 

There are several modes of play in USNF. 
You can play the canned training missions, 
you can design your own single missions, or 
play a campaign as your favorite alter-ego. The 
campaign mode also includes some interesting 
multimedia elements where actors play out the 
campaign in progress. Unfortunately, the char- 
acters tend to “ham it up” a bit much for my 
taste and the uniforms are not quite right, but it 
does add an interesting element to the game. 


Exterior View/Scanning 

Finally someone has implemented a way to 
keep your head on a swivel that actually feels 
natural. By pressing up, down, left and right on 
the coolie hat on your stick, your visual look- 
out will scroll smoothly in a completely natural 
visual scanning motion. There is no sense of 
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disorientation, such as that experienced in 
Falcon 3.0’s padlock mode. This one is the 
real deal and I like it...a lot! 


Soundtrack 

Phenomenal soundtrack with excellent digi- 
tal effects. If you have a 16 bit card, especially 
if you have a wave table add-on, you won’t be 
disappointed. The digitized voice assistance is 
really a major innovation in the design, and 
should be paid careful attention to during mis- 
sions. 


Hardware 

To really run this game right you need a 
Pentium 90, with 8 MB of RAM and a fast 
video system...nothing less will really take 
advantage of all the game’s elements and do it 
justice. While the game will run on 386’s and 
low-end 486’s with 4 MB of RAM, in 
300x200 mode with details turned off (and 
digital sounds for the 386), I do not recom- 
mend it. Even on a 486-66 with 4 MB RAM 
you will lose the texture mapping of the 
Eisenhower, the coastlines and cities and it 
will still run slow. A 486-66 with 8 MB of 
RAM and a fast video system can run in 
640x480, and is the real starting point for this 
game. The game is about high powered 
machines, and it requires no less of the play- 
er’s equipment. 


Compatibility Concerns 

USNF runs in protected mode via the 
PharLap DOS extender, and may not be com- 
patible with every type of BIOS ROM shad- 
owing, though you can adjust your CMOS set- 
tings to handle most situations. Also, if you 
have a 4 MB machine you can’t run USNF 
from a compressed drive if you’re running 
both DOS 6.2 or higher and Doublespace. If 
that’s your situation you’ll have to create a 
hard disk partition for USNF. 


Hook down, 
gear down, call the ball... 

For anyone who ever dreamed of being a 
naval aviator and taking it downtown to the 
bad guys...this one is for you! Even with the 
heavy hardware requirements, and some nig- 
gling complaints about the game...I really like 
this one. This one rates an O.K. three wire...a 
perfect trap.U) 

Rich Mason 
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Actual sereens may vary 
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i \ ae Arg Available on: PC Compatibles, 386 or better, 4 MB of Ram, 3.5” High 
wii >* | Game Company te Density Floppy, Mouse, VGA color graphics. Sound Support for Sound 
a. DIVISION OF MONARCH AVALON, INC. ae Blaster AW32, Sound Blaster 16, Sound Blaster Pro and Compatibles, 
a 4517 Harford Road Baltimore, MD 21214 Pro Audio Spectrum and Roland. 


1830: Railroads & Robber Barons can be found in computer game stores near you. For order 
information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. SP 1 
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kay, so you’ve bought Wing Commander Armada and 
you're ready to take on head-to-head challengers. If you 
read last month’s review, you know that this game’s best 
feature is its two-player support. But if you’ve followed any of the 

message traffic on the on-line networks you’ve probably seen many 
messages titled “Armada Modem Play: HELP!!” 

Why all the confusion? Despite advancing technology in virtual- 
ly every other sphere of computing, telecommunications is still an 
arcane art requiring a mastery of fragile components, obscure 
modem strings, and sheer wizardry. I wouldn’t be surprised to dis- 
cover in my favorite RPG a spell called “Make Modem 
Connection.” It’s bound to happen. 

This article addresses some of the arcana associated with produc- 
ing a reliable modem connection. In particular, we’ll focus on how 
to get a connection going in WC Armada. Finally, some hints and 
tips on strategies I’ve found effective against a human opponent. 


oO 





But first, some technical grounding. 


How Fast UART 

The usual way to attach a modem to a PC 1s to connect it to the 
one of the machine’s serial ports. Typically, these serial communi- 
cations ports (COM ports, for short) are labeled COM1 and COM2, 
with some machines also supporting COM3 and COM4. COM ports 
are built around a communications controller chip called the UART 
(Universal Asynchronous Receiver/Transmitter, pronounced “you 
art”). The job of a UART is to manage the orderly flow of data in 
and out of your computer’s COM ports, storing each incoming or 
outgoing byte into a small buffer to ensure that your PC doesn’t get 
confused trying to process a byte at the same time another is trying 
to squeeze through. Older machines used the 8250 UART, which 
worked fine in the 300/1200 baud world of single-tasking operating 
systems. As modem speeds picked up and multi-tasking operating 
systems emerged, the risk of dropping characters increased unac- 
ceptably with the 8250, and a new generation of UARTs was devel- 
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The 16450 UART is essentially an 8250 with a minor facelift. 
Indeed, most comments regarding the 8250 are equally applicable to 
the 450. A more significant upgrade occurred with the 16550, and 
more recently the 16550a. The 550 series UARTs offer bigger 
buffers to ensure against dropping high-speed characters (particular- 
ly when multi-tasking), as well as improved internal instruction sets 
to increase performance. But because of the costs involved, and the 
obscure benefits from the perspective of the typical PC buyer, many 
new machines still ship with the 16450 (did you ask for a 16550a 
before you bought vour computer)? 

The conventional wisdom recommends that you use a 550a 
UART when playing modem games. A recent on-line discussion 
regarding “jerkiness” during WC Armada modem play was directly 
attributed to the use of 16450 UARTs. There’s no need to upgrade 
the PC itself, the argument goes, you can get the benefits of a 550a 
UART by simply installing a serial card that uses the 550a. So, how 
do you tell which UART your machine has? 

When you bring up the WC Armada Modem setup screen, the 
very first line reads “Your UART is a...”, followed by the UART 
the game believes is in your PC. I’ve read messages from on-line 
gamers who've announced their intention to upgrade their machines 
based on this report. But beware, there’s a problem here: you can’t 
necessarily rely on an accurate report from WC Armada or any 
other program to tell you what UART is in your machine. 

According to National Semiconductor, the 16550a configures 
itself at startup time as a 16450 and then reports itself to be a 16450. 
Apparently the 16550a will only report itself as a 16550a after an 
external program has set it to the 16550a state. To further compli- 
cate things, if a program attempts to set the 16550a state when the 
UART available is actually a 16450, the machine will probably 
hang, or worse. This means that a comm or diagnostic program is 
always going to get a report back from a 16550a that it’s a 16450, 
and won’t be able to report it as a 16550a unless it knows in 
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advance that it’s a 16550a. Catch-22! 

[ was not able to determine the lengths to which Origin went in 
determining the UART installed in your PC, but | did confirm that 
my own diagnostic utilities (MSD, Norton, CheckIt Pro) produced 
conflicting reports on the UART in my machine. The bottom line: 
don’t assume that WC Armada, or any other program knows for 
sure which UART you have. And by all means, don’t run out and 
buy anything until you’ve first checked with your computer manu- 
facturer to verify what you’ve actually got. 

Data Compression & Error Correction 

WC Armada specifically warns against the use of data compres- 
sion or error correction, two features typically supported by high- 
speed modems. Trouble is, many modems turn these features on by 
default. Fortunately, WC Armada provides the ability to customize 
a modem initialization string (1.e., data sent to the modem at the 
beginning of an on-line session to “wake up” the modem and set its 
initial parameters). See Table | for a listing of typical initialization 
strings used to turn these features off. Consult your modem manual 
or manufacturer for the appropriate strings for your modem. 

To change the modem initialization string in the WC Armada 
Modem setup screen, look for the field titled “Initial.” The default 
initialization string is “ATZ,” which resets most modems to their 
factory settings. Click on the “ATZ” text and then hit the <back- 
space> key a couple of times. You'll notice that even though 
there’s no cursor to tell you that this edit field is liv 
that what you type affects the text in the field. This 1s true of all of 
Make sure or wl 
and then follow it by the appropriate sequence of characters. 


e, you can see 


the edit text fields in this screen. to restore the 


The Divine COMedy 

The Modem setup screen offers you a choice of COM ports: 
COM1, COM2, or Custom. A COM specification typically includes 
both a 3-digit port address value and an IRQ value. The port 
address value is simply the location within the PC where data is 
going in or coming out, and the IRQ value specifies which of 16 
available interrupt lines is being used by the computer to watch this 
COM port. COMI and COM2 are fairly standard, but by specifying 
specific port address and IRQ values, you can create your own 
COM port to use with WC Armada. Why would you want to do 
this? You might have a serial mouse hooked up to COM1 and a 
scanner hooked up to COM2, and your modem at COM3. Many 
game programs with modem support limit you to COM1 or COM2 
(e.g., World Circuit), and while some offer COM3 and COM4 sup- 
yart, WC Armada stands alone as far as I know in allowing you to 
create any COM port you like. Nice. 


Connecting at last! 
If everything is working smoothly, you’ll hear the usual sounds 


as your modem attempts to handshake with your opponent’s 


modem. Once the noise settles down, type something at the key- 
board. If you don’t see anything, click on the Echo button and try 


again. At this point either of you can type at the same time, which 


can be very confusing. It’s best to use some kind of convention for 
alternating between the two conversations, much as CB’ers do when 
they say “over” at the end of a communication. 

The dogfighting games put the bigg 
(that’s a Jot of 
you're 


est strain on the system 


data to move over a phone line), so this is where 
Jerkiness 


appearance of the onscreen message 


likely to experience any performance problems. 
while flying, or the excessive 
“Synchronizing Modems” may be a sign that you’re still using data 
compression or error correction. Needless to say, you should be 


using the fastest baud rate available to both modems. 


Two-Player Armada Strategies 

Of all this game’s offerings, the one I enjoy the most 1s Armada 
mode vs. another human. The most effective strategy I’ve found is 
to build a Transport on your very first move, while simultaneously 
sending your two scout ships and Carrier to three separate locations. 
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Build mines on the best two locations found (this will use up your 
Carrier’s initial resources) then transfer enough resources from your 
new mines to your Carrier to build more 
(I like to have four or five Once your Transport 1s 
built, immediately switch to building the biggest ships available, 
and don’t stop building them! Then, move 


mines as soon as possible 
going initially) 


your Transport from 

mine to mine, transferring resources to the Transport and unloading 
them at your home planet for the benefit of your shipyard. Because 
it'll be a while before your opponent shows up, ther 
a need to strip-mine. 


e’s really never 
It just wastes valuable resources unnecessari- 
ly. 

Heavy fighters are crucial because of their disproportionate 
strength. I once encountered 417 Dralthis to my 33 Banshees and 
wiped every one of them out! Always dock your attack ships on 
your Carrier. When it’s spotted by your opponent all he’ll see is a 
Carrier with no report on the ships in dock. This element of surprise 
can be devastating, particularly since your Carrier presents a very 
tempting target to an unsuspecting attacking force. Just remember 
to be well 'stocked with Heavy fighters before you send your Carrier 
out too far. 

Have fun!U 
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DAWN PATROL 


ver since Red Baron, fans of World 
War | flight simulation have been 
waiting for the next installment of 
greatness. It’s been a number of years since 
Red Baron was released, but its continued 
success is evidence that there’s no sign of wan- 
ing interest in the WWI genre. Dawn Patrol, 
by Empire Interactive, comes along at a time 
when the anticipation of a new WWI release 
has reached a fevered pitch in some parts of 
the flight sim community. 

Produced by Rowan Software, Dawn Patrol 
shares many features with Overlord (another 
Rowan design). In fact, the two sims are iden- 
tical to the point of being hard to tell them 
apart. Aside from the obvious World War I 
cockpit graphics and external airplane views, a 
player being thrown into a flight in Dawn 
Patrol after flying Overlord would hardly 
notice the change. This has both good and bad 
points. To wit, the SVGA graphics are superb 
and provide a smooth frame rate on the test- 
bed DX4-100. Aircraft are rendered in stun- 
ning detail with the bright colors of the “Flying 
Circus” wonderfully intact. The Combat Lock 
viewing system is great — with canopy, cock- 
pit and fuselage details to help keep you pad- 
locked on the enemy. The Video Editing Suite 
is another welcomed feature ported directly 
from Overlord, giving you numerous editing 
tools to help create memorable video clips of 
your favorite air battles. 





Flight model drawbacks 

There are some drawbacks to the translation 
from Overlord to Dawn Patrol, however. 
The flight models are the first point of ques- 
tion. While maintaining the wonderful inertial 
effects and fluidity of flight exhibited in 
Overlord, the flight models of Dawn Patrol 
are more than similar to those found in 
Overlord. [| mean more than similar. I mean 
exact. The flight handling characteristics and 
closure rates are simply not what a WWI flight 
sim should be. At first glance, it appears that 
only the names and faces have been changed. 
The cockpit graphics say “WWI.” The air- 
speed indicators say “WWI speeds.” But it 
still feels like flying the P-51 of Overlord. 

Fortunately, everything is relative. The vari- 
ous planes appear to reflect their real life coun- 
terparts accurately. The DR-I will out-turn the 
SE-5 — the Sopwith Camel and the D-VII are 
evenly matched. This helps dispel some of the 
other inaccuracies ported over from Overlord. 
The planes still do not bleed speed well in 
High-G situations and they gain speed too 
quickly in dives. Though this was a minor 
drawback in the Overlord flight models, it is a 
real sore thumb in Dawn Patrol. These WWI 
rag-wings should just not fly this we//!/ 
Regardless of these nit-picks, the feeling of 
flight conveyed to the pilot is top-notch and 
quite enjoyable. 

One other item that didn’t make the transi- 
tion too well are the sound effects. While the 
effects are wonderful, the sounds found in 
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Dawn Patrol are exactly the same sounds as 
found in Overlord. This may not seem such a 
big deal at first, but I found that a DR-I passing 
in close proximity to my plane sounded just 
like a Merlin-engined P-51. This is disconcert- 
ing at best and very distracting at worst. This 
totally broke the “realism bubble” for me. The 
sound samples could very easily have been 
replaced with those of the appropriate era. | 
felt this was a bit sloppy on Rowan’s part. 


Game design 

Gameplay in Dawn Patrol is varied and 
interesting. In addition to being able to fly to 
the entire 1914-18 conflict from either side’s 
perspective, there are over 150 separate mis- 
sions you can fly from dogfights to balloon 
busts. There are 15 different aircraft that you 
can fly including the DH-2, Spad 7, the DR-I, 
the D-VII, the SE-5 and the Sopwith Camel. 
Also included are 64 pilot biographies that you 
can read through and then choose to fly a mis- 
sion associated with that pilot, again flying the 
mission from either side. 

The big question on everyone’s mind is 
“How does it compare to Red Baron?” While 
the technologies used in creating Dawn Patrol 


are more advanced than those used in creating 
Red Baron and the graphics are in a complete- 
ly different class, Dawn Patrol is, surprising- 
ly, not that different. This is not necessarily 
bad. On the contrary, Dawn Patrol is like 
renewing an old friendship. It may even go a 
long way toward allay that fevered pitch of 
anticipation. In any event, it felt good to strap 
on the goggles again and breath the castor 
fumes!U 

Aaron “Pirate” Anderson 








Produced By: Rowan Software 
Published By: Empire Interactive 
Entertainment 

System Requirements: 386/20 Mhz mini- 
mum (recommended 486/50 Mhz or higher 
with Local Bus/PCI video card with minimum 
1 Mb memory); DOS 6.0 or higher; 580! con- 
ventional memory; 4 Mb RAM (3 Mb EMS); 
Hard drive with 20 Mb available. | 
Graphics: 640x400 SVGA ‘ 
Sound: Adlib, SoundBlaster (and compati-- 
bles), aa Pro ad Papa = 
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America ONLINE: 
T'S So Goon, IT's FREE, 


An Exerrine New Worto of Computine 
IS Just Two Swips Away. 


Clip and return this coupon, and we’ll send you — 
absolutely free — everything you need to start using | —— 7 
America’s most exciting online service: America | Gtbine— en A, ff M8 Communications Fo, 
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Message Boarg 


we'll give you the software you need to get started, a 
free trial membership, and free connect time so that 
you can explore this fascinating new world of infor- 
mation, computing support, entertainment, and 
personal enrichment. 


Easy To Use, Yer POWERFUL. =| = 


A unique point-and-click environment lets you 
navigate through America Online’s many services 
quickly and efficiently. You’ll be an expert in no 
time. 
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eyword: Internet 





Hurry! Responp By 1/31/95 
FREE TRIAL! 
FREE SOFTWARE! 


1 YES! Send me the free softwa 
and trial membership. I understand there’s 

no risk—if I’m not completely satisfied, | may cancel 
without further obligation. 


Get fast answers from hardware and software 
developers, reviewers, and computing experts. Scan 
for objective reviews on thousands of computing 
products. Browse software libraries filled with 
thousands of programs you can choose and use 
offline. Novice or pro, America Online will 
enhance your computing experience. 





You'll profit from America Online in other ways, too. 
Send and receive electronic mail with ease. Get 















































nightly homework help for the kids. Manage your iabi 
investments. Get the latest news and weather. Join _ - 
5 , , ADDRESS 
special interest groups and clubs. Save time and 
money shopping. Find and book the lowest airfares. 
Entertain yourself with games, quizzes, movie and 
book reviews, horoscopes, soap opera news, and CITY 
much more. 
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Don't Dray — 
Oroer Your FREE SorTware Now! 


Find those scissors, clip the coupon, and get ready to 
enter an exciting new world of computing. 
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*To use America Online for Windows, you must have a 386 PC or higher, 
4MB of RAM, a VGA monitor (256 color support recommended), a mouse, a 
modem, and a working copy of Windows 3.1. 
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at its very best — as only 
CD-ROM can deliver! 
FASA'S RENEGADE, 
. LEGION: INTERCEPTOR® 
game system comes alive with 
spectacular Super-VGA graphics, 
cinematics, digjtized voices, music 
and sound effects, Just how hot does it © 
look? The awesome artwork you see here 
is composed from actual game graphics! 
Once you dogfight in space Renegade-style, 
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hen you’ve set the standard, 
= Ww i do you do for an encore? 
*s simple. You raise the stan- 

dard. —— Pea Design Group, Inc. 
released Indianapolis 500 back in the dark 
ages it was the standard by which all other 
oe subsequent race games were judged. It took 
nearly three years for anything to get even 
T close to its combination of proper car 
physics and realistic sound until late last 
year when Papyrus themselves released 
IndyCar Racing. Despite the nearly unani- 
mous praise and numerous awards, they 
weren’t content to rest on their laurels, 
hence the release of NASCAR Racing 

(NASCAR), which ups the ante once again. 

Sweet Home Alabama 

Players of IndyCar Racing will feel right 
at home with the interface and setup screens 
of NASCAR, as it mimics the original. The 
car setup options use similar terminology 
(wing, stagger), but that’s where the similar- 
ity between a Stock car and an Indycar end. 
You will find a whole new set of challenges 
in this game, and longtime IndyCar experts 


Parade lap just before the race 


F? — Spoiler 


Rear Spoiler: 3.60 
Adjust To: 3.06 


Small adjustments can be critical 
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will find plenty to keep them occupied and 
confused, the first of which is how to keep a 
3500 pound sled from plowing into a wall at 
200 miles per hour. 

One of the most welcome improvements 
of NASCAR over its predecessor is its pit 
stop implementation. You now pause the 
game and use the function keys to call up the 
various options available in the stop. Using 
the keyboard you then choose, for example, 
more front wing and more air in your next 
set of tires. When the next lap rolls around, 
you pit and those changes are made for you, 
while a little clock ticks away in the corner 
and you break into a cold sweat as you lose 
position. Not only is there more tension, but 
you also get a welcome respite from a gruel- 
ing drive (and can take a drink just like the 
real drivers). 


Ready to Rumble 

Another criticism of IndyCar Racing 
was that the sounds you made when making 
any sort of contact were mediocre. 
NASCAR remedies that, since running into 
things is part and parcel of the NASCAR 
experience. The skid sounds remain the best 
sound cue that a driver can use, since there’s 
no way to actually feel what the car is doing. 
The sound of your tires will tell you when 
you need to back off, and the lack of skid 
means it’s time to try a little more throttle in 
the turn. 

The inevitable accidents are spectacularly 
implemented, with little bits of car flying all 
over the place after an impact and bent fiber- 
glass and metal impeding your outward 
vision and aerodynamics. In addition to the 
damage to your car you may also see tire 
marks on walls and even other cars. After a 
particularly nasty accident you may be 
reduced to driving around a cage with 
wheels, and any NASCAR fan will tell you 
that it’s most important to finish a race, 
regardless of position or condition of your 
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CAR RACING 


vehicle, as they award championship points 
for everything. 


Nothing’s Perfect 

All of these improvements, especially the 
graphical ones, do have a cost, and naturally 
the machine requirements for NASCAR run- 
ning in SVGA are even higher than that of 
IndyCar Racing. Running on a 60MHz 
Pentium it’s impossible to run at full detail 
without a serious degradation in frame rate, 
and on a SOMHz 486 machine you can only 
run with no detail at a somewhat acceptable 
frame rate. For a hardcore fan, though, 
frame rate is much more important than res- 
olution, because racing is a split-second 
sport, and that second you wait for the 
screen to update may be the difference 
between a crash and victory. The solution, of 
course, 1s to run the software in VGA, which 
looks quite good enough for those mainly 
interested in the simulation. 

NASCAR is the new king of auto-racing 
simulations, taking all that was good about 
IndyCar and improving on it. It is easier 
for novices, more challenging for experts, 
and has better sound and graphics. The 
SVGA mode looks great for people running 
P90s, and the VGA mode is all you really 
need to get into the race.U 

Steve Bauman 


Designed, Programmed, and Published 
by: Papyrus Design Group, Inc. 

Systems: IBM PC, PC CD-ROM 
Requirements: 386-33 or faster, 6MB of 
RAM, 8MB and a 486-66 for SVGA 
Graphics: 256 color VGA, 256 color VESA 
compatible SVGA 

Supports: Keyboard, Joystick, Dual 
Joysticks, Pedals, Steering Wheel, Modem or 
direct serial link 

Sound Cards: Sound Blaster, Roland, and 
compatibles 

Copy Protection: Manual Look-up 
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DROP STRAIGHT DOWN INTO THE MOST MIND-BENDING, STOMAGH-CHURNING ACTION GAME EVER. IN 
DESCENT)” YOU’LL ENTER A TRUE 360° 3-D ENVIRONMENT—MOVE UP, MOVE DOWN, MOVE EVERYWHERE 
AS YOU PLUMMET DOWN NEVER-ENDING TUNNELS BLASTING MEGHANICGAL HORDES. TOP BECOMES BOTTOM, 


UP BECOMES DOWN AND YOUR SENSES TURN INSIDE OUT...AND THIS IS JUST THE FIRST 7 LEVELS. 


EXPERIENGE THE SHAREWARE VERSION OF DESCENT AT YOUR LOCAL RETAILER, OR CALL (800) 969-GAME 
TO ORDER THE FIRST ‘7 LEVELS OF THIS INCREDIBLE 3O-LEVEL GAME. MODEM OWNERS CAN DOWNLOAD 
THE SHAREWARE VERSION OF DESCENT FROM THE INTERPLAY BBS at (714) 252-2822 OR ANY 
MAJOR BBS, INCLUDING COMPUSERVE AND AMERICA ON-LINE. 


DESCEND ALONE OR WITH YOUR FRIENDS WITH 8-PLAYER SIMULTANEOUS NETWORK OR 2-PLAYER 
HEAD-TO-HEAD MODEM SUPPORT. 


START YOUR DESCENT TODAY, OR BE DOOMED TO A LESS EXCITING FUTURE. 
17922 FITCH AVE., IRVINE, CA 92714. 1-800-969-GAME 


© 1994 INTERPLAY PRODUCTIONS. ALL RIGHTS RESERVED. ALL TRADEMARKS ARE PROPERTY OF INTERPLAY PRODUCTIONS. 
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he great dichotomy of the gaming 
industry lies between the gamer and 
the grognard. These two extreme 
ends of the market are enough to drive design- 
ers, programmers, and marketing types to their 
wit’s end. 

The Gamer enjoys games which are enter- 
taining, fast paced, and engaging. Eye candy, 
music, and sound are major concerns. In short, 
the gamer is looking for games which look 
good, sound good, and are entertaining. 

The Grognard is looking for realism. 
Realistic models, accurate weapons and sensor 
data, and historic accuracy are the areas of 
interest for the Grognard. It can be ugly and 
awkward, but if it is realistic, and if he can get 
into the guts of it, the Grognard will be satis- 
fied. 

Bridging this gap is a significant challenge. 
Few games even try; the gulf between Gamer 
and Grognard is a daunting one. Of those that 
do try, few succeed. Every once in a great 
while, a game comes along which appeals to 
both crowds, and Aces of the Deep (AoD) is 
one of those games. 


Challenge met 

The team at Dynamix (led by Mike Jones, 
Langdon Beeck, and Peter Lukasczuk) has 
accepted the challenge, and they produced a 
game that has bridged the gulf and done so 
with style. AoD can range from a quick and 
flashy game to a deep and satisfying simula- 
tion (with stops at most of the conceivable 
points in between) at the player’s discretion. It 
offers a range of options in reality settings, and 
scenarios which can range from single ship 
actions, to single war patrols, to a campaign 
game which can stretch to cover the length of 
the war and every major submarine class and 
weapon of the Kriegsmarine. 

On the Gamer to Grognard scale, I fall 
rather towards the Grognard end. Nonetheless, 
I was very impressed with the amenities of this 
game. The graphics (standard VGA) are very 
well done indeed. They are rendered in stan- 
dard VGA to enhance performance, but are so 
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well done that they can compete comfortably 
with much higher resolution SVGA schemes. 
The scenes are appropriate and well executed 
(though I sometimes find them a little bit light 
for the subject matter). 

The sound effects are quite good as well. 
The designers have gone so far as to allow the 
user to select whether the principal officers 
address the commander (1.e., the player) in 
English or German. The music is very good as 
well. The selections are appropriate (and his- 
torically accurate), and it definitely adds to the 
atmosphere to have the Sound Room play 
Beethoven (first movement of the 9th 
Symphony, with other selections ranging from 
Bach to Jazz) while in transit or patrolling on 
station. 


Reality bytes 

When it comes to the reality of the simula- 
tion, this former submariner can find no great 
faults. In fact, the level of reality is the ele- 
ment which really drew me into the game, and 
it has retained both my interest and attention. 
Doing an end-around to get ahead of a convoy, 
and then ducking under (or around) the escorts 
to get into the heart of the convoy before firing 
torpedos demands close attention and a fair 
share of luck. I then get to enjoy my “fair 
share” of duds and premature detonations, and 
the occasional glory of seeing a fish go home 
and sink a target. Then comes the delicate 
operation of getting away from the escorts. 
Avoiding the just wrath of the escorts once you 
have ravaged their convoy is a demanding 
task. 

Other significant details include radio mes- 
sages to and from BdU (Befehlshaber der U- 
Boat, the title of Admiral Karl Donitz’s com- 
mand center for the Unterseeboots), and con- 
tact reports from other boats on patrol. Patrol 
zones are assigned in accordance with a fac- 
simile of the actual chart used by the 
Kriegsmarine’s Unterseeboot Waffe (this chart 
allowed both the Boats at sea and BdU to pass 
georeferences without using Lat/Lon format) 
in WWII. The manual is also a very good, 
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providing a solid overview of the German U- 
Boat campaign of the Second World War. 


Nits ahoy 

The only problems I found with AoD were a 
handful of “undocumented features” which 
allow you to freeze your system (requiring the 
dreaded RESET button), or to teleport your 
boat from the vicinity of Kiel to the Black Sea. 
And while these problems were non-trivial 
(and indeed, quite vexing at times), my habit 
of periodically saving my games while in 
progress prevented these incidents from being 
catastrophic. If Dynamix makes good on cor- 
recting these bugs, I will have nothing but 
praise for this game. Even so, I found the 
game enjoyable and engrossing enough to for- 
give several noteworthy stability issues. 

Recommendation: If you have any interest 
in the Battle of the Atlantic from the German 
perspective, or submarine warfare in the 
Second World War, whether as a Gamer, a 
Grognard, or as a student of history, this a 
game is a must. For those who are dilettantes, 
it should prove to be well worth your time and 
money. I anticipate that AoD will stay on my 
hard drive for a long time to come, and that 
folks passing my window in the night will be 
hearing phrases in German, ending with 
*...Herr Kauleu.” for a long while to come.) 

Rodney Graves 


















Published and Designed by: Dynamix 
Systems: IBM PC 
Supports: Mouse, Keyboard, Joystick, 
_ Thrustmaster WCS/FCS 
Requirements: 80386 DX 33Mhz or better 
4MB RAM (8 MB recommended, 3,400, 000 © 
Bytes free), 10 MB Hard Drive Space, MS- - 
DOS 5.0 or later, with EMM386 or equivalent = 
running (SMARTDAIVE recommended for = 
MB systems), VGA Graphics Card and 
Monitor, 1.44 MB (High Density) 3.5in Disk — 
Drive, Mouse and Mouse Driver _ 
Sound Support: Sound Blaster/compatibles, 
Pro Audio Spectrum, Roland MT- “32/compati- 
bles, General MIDI 

















None of them are safe, but some are faster 





Strategy Plus 





“WE THE PEOPLE’ American Minutemen have just fired the 
shot heard ‘round the world. Join in the war for indepen- 
dence with this exciting historical game that lets you lead 
the fledgling forces of the Continental Army. $29 


“WARHAMMER 40,000’ is more than just the game you get 
in the box, it's an entire hobby supported with a huge range 
of supplements, boxed sets and blister packs of plastic and 
pewter miniatures. Includes hundreds of different models. $49 


Alexander at Tyre $18 Global Survival $34 

Alexander's Generals $33 Stock Market $19 

Ancients $25 Stocks & Bonds $19 

Battles of Alexander $33 

Caesar $38 

Great Batt Julius Caesar $34 

Imperator $21 

Imperium Romanum || $29 Advanced Heroquest $42 

Peloponnesian War $29 Battle Masters $42 

SPQR: Batt Roman Rpbl $33 Dragon Quest $19 

Siege of Jerusalem $27 Dragon Strike $33 

VI Against Rome $27 Dungeon $16 
Hero Quest $29 


HQ Pk 1/Kellar’s Keep $10 
HQ Pk 2/Rtrn Witch Lord $10 


lron Dragon $25 
1776 $22 Magic Realm $23 
Give Me Liberty $25 Sindbad $33 
War of 1812 $22 Titan $23 

Xanth $21 
1862: Civil War Qud Gm $23 
1863:American Civil War $28 . Acquire $19 
A House Divided $20 Alibi $12 
Across Five Aprils $23 Assassin $15 
Bobby Lee: Civil War $37 By Hook or Crook $19 
Brother Against Brother $33 Candidate $19 
Campaigns of CivilWar $21 Circus Maximus $11 
Chancellorsville: Victory $34 Class Struggle $19 
Civil War Classics $23 Dinosaurs of Lost World $15 
Embrace the Angry Wind $24 Gangsters $23 
Gettysburg $15 Hexagony $11 
Guns of Cedar Creek $32 Image $10 
Hallowed Ground $42 Legends of Robin Hood = $111 
Here Come the Rebels $23 Moonstar $12 
Lee Takes Command $22 Quest for the Ideal Mate $15 
Lee Vs. Grant $16 Shark $25 
Longstreet’s Assault $25 Spices of the World $18 
Mississipi Fortress $22 T.V. Wars $12 
Roads to Gettysburg $24 Tycoon $15 
Stonewall Jackson’s Way $27 Tyranno Ex $23 
The War for the Union $32 Uncle Happy’s TrainGm_ $13 
Thunder at Crossroads $27 Word Power $15 


j 
| i 
| 
| 
| 





‘CIVILIZATION’ A 
game for 2 to 7 
players that traces 
the history of man. 
Not considered a 
"war game" by pur- 
ists, military con- 
quest plays a sec- 
ondary role to the 
development of 
one's civilization 
from within. Trade 
and the discovery 
and use of such 
skills and disci- 
plines as metal 
working, pottery, 
and religion are es- 
sential to advancing 
civilization. $29 


‘GETTYSBURG’ The most highly studied, talked about, and 
debated American Civil War battle ever! Now you determine 
which generals were good, which made controversial moves, 
and who were simply bad tacticians. $15 


Age of Chivalry 1 or 2 ea 
Black Prince 

Henry V 

lronsides 

The Crusades || 


$27 
$25 
$28 
$28 
$28 


2nd-7th Fleet each $23-$27 


Attack Sub (Card Based) 
Back to Iraq 

Central America 
Firepower 

Flashpoint: Golan 

Flight Leader 

Gulf Strike 

Harpoon 

HExp./Sth Atlantic War 
Harpoon, Naval Review 
IDF (Israeli Defence Frc) 
Modern Nav Btt 2 or 3ea 
Nato 

Tac Air 


Austerlitz 

Battles of Waterloo 
Empires in Arms 

La Bataille d’aurstaedt 
LB de Mont St. Jean Dix 
La Bataille de Wavre 
Napoleon at Austerlitz 
Napoleon on the Danube 
Napoleon’s Battles 

NB Exp. Kit 1 or 2 each 
Napoleon's Leipzig Cpgn 
Napoleon/Watrloo Cpgn 
Napoleons Later Battles 
War & Peace 

War to the Death 
Wellington's Victory 
Wooden Shps & Iron Mn 


$19 
$18 
$23 
$23 
$29 
$21 
$29 
$25 
$10 
$14 
$29 
$19 
$15 
$19 


$30 
$33 
$27 
$30 
$62 
$25 
$20 
$19 
$23 
$12 
$25 
$30 
$25 
$23 
$21 
$16 
$19 


1830: Rirds & Rbr Barns $20 


1870 $38 
Australian Rails $21 
British Rails $21 
Empire Builder $25 
Eurorails $25 
Express (Card Game) $11 
Nippon Rails $21 
North American Rails $21 
Rail Baron $19 
Alpha Omega $19 
Blood Berets $29 
Cosmic Encounter $29 
CE Exp./More Cosmic $29 
Federation & Empire $38 
FE Exp./Carrier War $17 


FE Exp./Special Opertns $9 
Space Marine (Epic Scl) $49 
SM/Armies of Imperium $25 


SM/Battles $21 
SM/Renegades $25 
Star Fleet Batt Advnacd $25 
Star Fleet Battles $25 


SFB Cadet Trng Manual $7 
SFB Captain Log 8-15ea $9 
SFB Module each $5-$15 
Starforce Terra (Crd Gm) $19 


Stellar Conquest $19 
Bowl Bound $15 
Football Strategy $12 
Pay Dirt $19 
Regatta $19 
Statis Pro Basketball $24 
Statis Pro Tms Baseball $19 
Title Bout $19 
World Cup FB (Soccer) $38 
Wrassilin’ $15 
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‘HISTORY OF THE WORLD’ traces the progress of man- 
kind from the dawn of civilization to the threshold of the 
modern era. Each player commands 7 empires, vies with 
armies and fleets, and build monuments to their glory. $27 





‘WARHAMMER’ Enter the world of Warhammer, the table- 
top fantasy battlegame in which you and your opponent con- 
trol mighty armies of Citadel Miniatures. You maneuver and 
attack with massed ranks of troops. $49 





Advanced Civilization $23 Luftwaffe $23 
Blackbeard $27 Midway $19 
Britannia $19 Naval War (Card Based) $12 
Civilization $29 Operation Crusader $29 
C Mod./Western Exp. Kit $8 Run Silent, Run Deep $28 
Deluxe Diplomacy $42 Salvo 2 $23 
Diplomacy $19 Sink the Bismarck $23 
Enemy in Sight $12 Spitfire $23 
Feudal $18 Squad Leader $23 
Guerilla (Card Based) $19 SL Module each $19-$28 
History of the World $27 Third Reich $19 
Kingmaker $19 Turning Point Stalingrad $19 
Maharaja $23 Up Front (Card Game) $19 
Pax Britannica $18 Up Front Module (Card) $12 
Republic of Rome $29 Victory in Normandy $13 


Supremcy Mega-Manual $25 WestFront: War in Euro $49 
Supremacy Mega-Map $25 
Supr Resource Deck 2 $13 
Supr Revisd Rules (5/92) $4 
Suprmcy Spplmt ea. $17-$25 


Supremacy, 3rd Ed. $42 Crisis in Korea $29 
Viceroys $25 Frozen Chosin $25 
We the People $29 Platoon $15 
Silver Bayonette $17 
The Korean War $18 
Vietnam $18 
1944: The Second Front $32 : Vlas: 
A Line in the Sand $25 VAR 1 
Advanced Squad Leader $38 
Afrika $21 Aces High $24 
Air Force $23 Aces High Amer Aces $24 
AF Mod./Dauntless $15 Knights of the Air $19 
Allied Commdr of WW 2 $12 Landships $27 
Ambush (Card Based) $27 Lawrence Arabia, 2nd Ed $20 
Axis & Allies $29 Richtofen’s War $19 
A & A Plastic Minies $25 
A & AWW 2 Exp. 2 $21 
A & A: World at War Dix $15 
Breakout: Normandy $23 — 
Campaign to Stalingrad $29 Battle of Alma $28 
D-Day $16 Cpgns Frederick Great $24 
France 1944 $12 Kolin:Frederick’s Frst Dft $34 
G.D.’40: Batt for Stonne $30 Lion of the North $29 


Hitler's War $15 Sands of War $29 
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Call 
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International 
802-767-3033 





IBM INTERACTIVE 


CD Brothel CD $28 
Come Play With Me CD $36 
Cyber-Peep Intractv CD $19 
Dark Tunnels CD $29 
Desktop Mistress CD $49 
Desktop Voyeur V. 1 CD $49 
Digital Dancing CD $32 
Dream Girl CD $28 
Dream Machine CD $54 
Fantasies Interactive CD $35 
Fox Pack CD $37 
Girlfriend Maria $39 
Girlfriend Speech Pak $19 
Girlfriend Suzie (R) $44 
Girlfriend Teri (R) $49 
Hot Slots CD $39 
Intract Adult Spl WIN CD $12 
Intract Seymr Butts CD $54 
Intract Seymr Butts 2 CD $58 
Interactive LoversCD $45 
Internatn! Strip Poker CD $24 
Intimate Journey CD $24 
Ladies Clb Pkr Nght CD $34 
Love Slaves CD $39 
Lust Connection CD $39 
Maddams Family CD $39 
Midnight StrangerCD $45 


Mind Teazzer CD $32 
Mustang Interactive CD $49 
Neurodancer CD $39 


Nick Steele P.l. CD $59 
Nightwatch Intract2 CD $41 
Nightwatch Intractv CD $41 
Paradise Club CD $69 
Penthouse Intractive CD $59 
Penthouse Intracty 2 CD $64 
Penthouse Intractv 3 CD $64 
Scisrs N’ Stns WINCD $39 
Secrets Interactive CD $35 
Sorority House CD (R) $49 
Space Sirens CD $49 
Spy Club (R) CD $59 
Strip Poker Pro (R) $33 
Strip Poker Pro DDisk 1 $16 
Strip Poker ProDDsk2 $16 
Strip Poker Pro DDisk 3 $16 
Strip Poker Pro DDisk 4 $16 
Strip Poker Pro DDisk5 $16 
Strip Poker Pro DDisk6 $16 
Strip Poker Pro DDisk 7 $16 
Strip Poker Pro DDisk 8 $16 
Strip Poker Pro DDisk9 $16 
Strip Poker Pro DDsk 10 $16 
Strip Poker Pro DDsk 11 $16 
Strip Poker Pro DDsk 12 $16 
Strip Pot MPEG CD $36 


Surfer Girls CD $39 
Texas Table Dance CD $39 
Velvet Dreams CD $35 
Virtual Valerie 2 CD $27 
Virtual Vixens CD $39 


Winner Takes All CD $39 


IBM STILLS 


101 Sex Positions 2 CD $39 
101 Sex Positions CD $39 
3D Beauties CD $19 
3D Darling CD $34 
3D Dream Girls CD $25 
9495 CDX Calender CD $29 
Adult Palate 2 CD $27 
Adult Pictr Library 1 CD $15 
Adult Pictr Library2 CD $18 
Amateur Allstars CD $26 
Amateur Models CD $22 
American Girls 2 CD $29 
American Girls CD (R) $32 


American Pie CD $19 
Asian Hot Pix CD $19 
Asian Palate CD $34 


Asian Palate V. 2 CD $36 
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‘STRIP POKER 
PRO’ combines the 
strategic play ac- 
tion of 5 card Poker 
with some very dif- 
ferent table stakes. 
3 lovely opponents 
who are willing and 
able to bet it all for 
the chance to "beat 
the pants off of 
you." Play against 
3 Opponents simul- 
taneously. Fea- 
tures SVGA graph- 
ics and optional 
data disks. $33 


‘BLOND JUS- 
TICE’ Behind the 
scenes of a strip 
club, one dancer 
faces death 
threats. Is it a rival? 
In the erotic under- 
world of dark strip 
halls and question- 
able characters, 
everyone was sus- 
pect. An exciting 
blend of sex, in- 


trigue, and obsession. Starring Janine, Alex Jordan, Sum- 
mer Knight, and Jessica Fox. This is her debut, Blond Jus- 
tice, starring Janine, the girl who took the law into her own 


hands. What you take into yours is up to you. 








CDi $29 
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won't even give him the time of day. He pcs your x 


her - but why noi help hiss practice on the ot 





stunately, 
rt help in seducing 
t women in town first? 


Seymour's all new 
adventure! This 
time it's more inter- 
active, funnier and 
even more butt - 
dacious than be- 
fore. Seymour has 
to win back the 
goddess Brianna, 


and he won't take no for an answer. Unfortunately she won't 
give him the time of day. He needs your expert help in se- 
ducing her - but why not help him practice on the other women 


in town first! 


IBM STILLS 


Biker Babes CD 

Blond Bombshells CD 
Bodacious Beauties CD 
Busty Babes 2 CD 
College Girls CD 
Creme de la Creme CD 
Double Play Vol 1 CD 
Double Play Vol 2 CD 
Erotica CD 

European Erotica CD 
Eurotica CD 

Exotic Girls 3 in 1 CD 
Exotic Poses V. 1 CD 
Expose CD 

Extreme Delight CD 
G.I.F.s keep Giving CD 
Girls Steven J Hicks CD 
Girls of Vivid V. 1 CD 
Girls of Vivid V. 2 CD 
Girls on Girls CD 

Girls, Girls, Girls CD 
Glamour Girls 1943 CD 
Heavenly Bodies 1 CD 
Heavenly Bodies 2 CD 
Heavenly Bodies 3 CD 


$29 
$29 
$34 
$34 
$36 
$29 
$36 
$36 
$42 
$29 
$19 
$19 
$22 
$24 
$28 
$27 
$29 
$29 
$32 
$34 
$29 
$36 
$29 
$39 
$39 


CD $58 


IBM STILLS 


High Volume Nudes CD $28 
Hooter Heavens CD $36 


L.A. Lust CD $19 
Lady in Spain CD $29 
Leather & Lace CD $29 
Local Girls V. 2 CD $22 


Lovely Ladies Il CD $39 
Massive Mellons CD $39 
More North Delights CD $34 
Northern Delights CD $32 
Northern Delights 2CD $34 
Nova Collection V.1 CD $26 
Nova Collection V.2 CD $24 
Overexposed CD $39 
Private Video Mag 1 CD $29 
Public Fantasies CD $29 
Select A Pet CD $32 
Sex Planet CD $12 
Sexiest Women on CD 2 $24 
Southern Beauties CD $34 
Super Smutware CD $26 
Sweet Dreams CD $29 
Sexiest Women onCD $19 
Undrgrnd Adult Refer CD $26 
Women of Venus CD $22 





‘VAMPIRE'S KISS’ 
Journey through 
the corridors of the 
vampire's ancient 
virtual 3D castle. 
Astounding interac- 
tive graphics allow — 
you to search for. 
the secret passage- 
way that leads to 
the vampire's pri- 
vate chambers and 
to find out the secret 


of the mysterious "Fountain of Youth". Your actions deter- 
mine the outcome, but beware of things that go bump in the 
night — they just might suck more than your blood! This is a 


full screen, full motion adventure. 
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CD $49 


‘DREAM MA- 
CHINE’ Welcome 
to the cutting edge 
of virtual sexu-real- 
ity. Travel through 
a 3D-rendered vir- 
tual world where 
your only limitation 
is your imagination 
and your libido. 
Packed with the 
highest-quality, full- 
motion video ever 


assembled on CD-ROM and the most beautiful women in 
adult film. Interact with your seductive escort, telling her what 
your sexual tastes are, and she will guide you through a fan- 


tasy virtual world to your ultimate climax! 





CD $54 


‘SPY CLUB’ Clas- 
sified Confidential 
Spy Club Transmis- 
sion: Spy clubis a 
totally interactive 
erotic adventure 
game for Windows 
PC users. As a Spy 
Club trainee, you 
will be assigned a 
challenging mis- 
sion, that will take 
you'on an arousing 


journey. Your manhood and mastery of seducion will be 
tested as you encounter an array of beautiful women, each 
concealing the clues necessary to complete your mission. 


Go ahead and play — if you're man enough! (R) 
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Adult Movie Almanac CD $59 
Advnt of Mikki Finn CD $39 
After Dark Trilogy CD $33 
All That Sex CD $24 
Amateur Models 2CD $30 
Amateur Video WIN CD $22 
Amorous Asian Girls CD $32 
Animated Fantasies CD $34 
Animated Fantsies 2 CD $34 
Animation Seductrss CD $28 
Animation Temptress CD $28 
Asian Invasion CD $19 
Baby’s Got Butt CD $32 
Bmb & Frnds Animtn CD $34 
Bare Assets CD $39 
Bare Truth CD $36 
Beaverly Hillbillies CD $19 
Best of Digital XTC 1 CD $39 
Best of Inferno CD $39 
Best of Vivid CD $36 
Best of Barlw Affairs CD $32 
Best of the Best V.3 CD $34 
Betrayal CD $36 
Beverly Hills 90269 CD $34 
Beyond Explicit CD $28 


CD $59 


IBM FULL MOTION 


Big Bust Babes CD $28 


Big Town CD $39 
Bikini Beach CD $44 
Blind Spot CD $24 
Blond Fever CD $36 
Blond Justice CD $25 
Bodycello CD $12 
Bra Busting Babes CD $25 
Bubble Butts CD $29 
Busting Out CD $39 


Butt Of Course CD $26 
Buttman’s Euro Vetn CD $19 
CD Rom Collectbles CD $26 
Cafe Flesh CD $24 
California CalendarCD $29 
California Daydreamr CD$29 
Camp Double D CD $29 
Candy Stripers CD $29 
Cat and Mouse CD $39 
Centrflds & Covrgirls CD $24 


Cheating CD $25 
Collectables CD $24 
Condo Cuties CD $34 


Curse of Catwoman CD $24 
Dangerous Blondes CD $29 


‘MIND TEAZ- 
ZER’ Welcome to 
Vivid Interactive's 
world of puzzle 
gameplay, where 
your mission is to 
solve 36 different 
puzzles including 
the game of con- 
centration in vary- 
ing degrees of diffi- 
culty. Once a puzzle 
is complete, sit back 
and watch as your Vivid girl of choice comes alive in a clas- 
sic Vivid feature. Starring Janine, Heather Hunter, Ashlyn Gere 
and many other Vivid adult stars. Features high quality video, 
fantastic graphics and beautiful women. CD $32 
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‘PENTHOUSE IN- 
TERACTIVE’ 
brings fantasy to 
the desktop. With 
the Virtual Photo 
Shoot you can have 
one of the most en- 
vied jobs in the 
world: Penthouse 
magazine photog- 
rapher! Penthouse 
Pets star in a pri- 
vate photo session 
where you call the shots! Features the highest quality full- 
motion video action, a custom soundtrack and the most beau- 
tiful models in the world. Over 90 minutes of full-motion video 
to explore for hours of interactive enjoyment. CD $64 





‘PRIVATE: LADY 
IN SPAIN' This 
full-length feature 
is bound to be a 
never ending plea- 
sure. Three gor- 
geous nymphoma- 
niacs win a won- 
derful fantasy 
weekend of a life- 
time in sunny 
Spain. | bet you 
can guess what 
kinds of interesting things they are going to do on Costa 
Del Lust. This disc is a non-stop sex party. Once you 
have seen Private, you will understand why they are the 





‘HOT SLOTS’ 
The Future... 

You've set your co- 
ordinates for the 
Hagar System. 
Word has it that af- 
ter the sexual holo- 
caust, Admiral 
James escaped the 
Garion Asylum to 
establish a world 
dictated by sexual 
pleasure and ex- 
citement. Lord Stevos has ordered you to locate Admiral 
James and negotiate his return to Earth. Be aware that James 
has created the ultimate sexual machine HOT SLOTS. Prepare 
yourself now and launch your probe into Vivid World. CD $39 
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'NIGHTWATCH IN- 
TERACTIVE 72 
Join a beautiful 
late-night security 
guard as_ she 
makes her rounds 
at the most exotic 
and luxurious hotel 
in the civilized 
world! Use the 
monitor map to see 
what your naughty 
residents are up to 
- they're sure to keep you busy as you explore the sex - 
styles of the rich and shameless! But keep an eye out for 
her boss Dick - if he catches the two of you fooling around 
on the job, you'll have to decide her punishment! CD $45 


JOWT?:, 
The Law! 





‘VIRTUAL VIX- 
ENS’ BY PIXIS 
Save your friend 
from Crystal, who 
has imprisoned him 
in a VR Pleasure 
World, for his failure 
to please her. You 
must satisfy three 
women before you 
can reach Crystal 
and solve the mys- 
tery of her strange, 
erotic existence. A 
VR science fiction 
adventure with 3D 


world leader! 


IBM FULL MOTION 


Debby Does DallasCD $38 
Deception CD $24 
Deep Throat CD $29 
Deep Throat Girls CD $29 
Defending Sex LifeCD $24 
Digital SeductionCD $34 
Dirty Debutantes CD $24 
Dirty Laundry CD $35 
Dirty Adult Cartoons CD $38 
Dirty Adit Cartoons 2 CD $36 
Divorce Law (R) CD $22 
Doors of Passion CD $29 
Doors of Passion2 CD $32 
Dungeon of Domnnc CD $36 


Electrosex CD $39 
Endangered CD $29 
ErotiCafe CD $48 
Erotic Dreams 2 CD $32 
Erotic Dreams CD $32 
Evil Seductress CD $26 
Forever CD $26 


Frat Girlsof DbIDCD $29 
Full Motion Prdct Int CD $29 
Giggly Queens CD $24 
Girls Doin’ Girls CD $25 


CD $29 
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Girls From Big East CD $39 
Girls of MardiGras CD $39 


Girls with Girls CD $29 
Graduation Frm FU. CD $39 
Group Therapy CD $39 


Heidi’s Girls: X (R) CD $39 
Hidden Agenda CD $39 
Hidden Obsessions CD $25 
Hollywood Bikr Chck CD $39 
Hollywood Scandal CD $22 
Hot Body: Bind Fever CD$59 
Hot Body: S. BelleCD $59 
House of DreamsCD $24 
House of Pain CD $34 
Hs Sleep Beauties CD $23 
Immortal DesiresCD $25 


Indiscretion CD $35 
Insatiable CD $24 
Intractv Chessie MrCD $39 
Jiggly Queens CD $24 
Kama Sutra CD $38 
Kelly Eighteen CD $24 
L.A. Strippers CD $34 
Ladies Clb Pool Nght CD $39 
Legend 4 CD $25 
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Legends of Porni1CD $25 
Legends of Porn2CD $24 


Loads of Fun CD $32 
Love Bites CD $26 
Main Street USA CD $26 
Mark of Zara CD $38 
Married Women CD $39 
Mask CD $25 


Menage A Trois CD $26 
Mind Shadows CD $25 
Model’s Memoirs CD $22 
Murphy’s Brown CD $24 
My First Time CD $24 
Mystique of Orient 2 CD $24 
Mystique of OrientCD $34 


Naked Edge CD $26 
Nasty Nurses CD $29 
Naughty “Butt” Nice CD $39 
New Lovers CD $24 


New Wave Hookrs 1 CD $25 
New Wave Hookrs 2 CD $24 
Night Trips CD $25 
Night Trips 2 CD $25 
Night at Drive-In (R) CD $26 
Nova Collection3CD $24 


animation. CD $39 
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One Nine Hundred CD $35 


Orient XPress CD $29 
Pandor....AAAH’S CD $22 
Parlor Games CD $25 


Pixis AdultSamplerCD $6 
Playboy Interviews CD $59 
Pleasing Your Lover CD $25 
Princess of PersiaCD $34 
Racquelle Released CD $34 


Rain Women CD $38 
Rimfire Pacific Video CD $32 
Sakura CD $24 
Secrets CD $24 
Seductions CD $24 
Sex CD $25 


Sexual ObsessionCD $29 
Semr Bts Blwn Away CD $36 
Semr Bts Insd Shan CD $36 
Semr Bts Paradise CD $36 
Semr Bts Honymoon CD $36 


Sinfully Yours CD $29 
Sizzle CD $36 
Sorority Sluts CD $29 
Southern Belle CD $36 


Steamy WindowsCD = $25 
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Steamy Windows CD = $25 
Supr Modis Go Wild CD $39 
Supr Modis: ExoticCD $39 
Superstars of PornCD $24 
Swap 2 CD $24 
Swingers Worldwide CD $34 
Taste of Erotica Smpi CD $8 
Temptation CD $28 
The Beat Goes On CD _ $29 
The Coven CD $25 
The Devil In Miss Jns CD$29 
The Face CD $35 
The Fishrman’s Wife CD $38 
The Other Chelsea CD $39 
The Private Collectn CD $48 
The Vision CD $24 
Topless Dancer CD $29 
Touch Me, Feel Me CD $33 
Toy’s Not Boys CD $29 
Tracy | Love You CD $24 
Treasure Chest CD $24 
Ultimate Teasers CD $26 


Ultra Sex CD $29 
Ultra Sex V. 2 CD $26 
Urotsukidoji CD $24 
Urotskidji Clict CD (3CD) $65 
Virgins V. 1 CD $39 
Virtual Vivid CD $8 
Volcano CD $34 
W.A.C.S. CD $29 
Wanda 2 CD $24 


Weekend atErniesCD $26 
Wickd Q-Time Movie CD $39 
Wicked Whispers CD $29 
Womn Who Lov Men CD $32 
Women Beverly Hills CD $39 
X-Rated BloopersCD $27 


IBM MISCELLANEOUS 


Centerfold Squares $21 
Femme Fatale $26 
Femme Fatale D Disk 1 $18 
Femme Fatale D Disk 2 $18 
Femme Fatale D Disk 3 $18 
Femme Fatale D Disk 4 $18 
Femme Fatale D Disk 5 $18 
Femme Fatale D Disk 6 $18 
Femme Fatale WIN $29 
Penthouse Jigsaw PG $21 
Phone Sex CD Audio $15 
Playboy Elctrn Datebook $34 
Strip Poker3DDisk1 $16 
Strip Poker3DDisk2 $16 
Strip Poker3DDisk3 $16 
Strip Poker3D Disk4 $16 
Strip Poker3DDisk5 $16 
Strip Poker3DDisk6 $16 
Surfer Girls CD $39 
Zpider Erotic Games CD $26 


3D0 ADULT 
American Blond $32 
Blind Spot $32 
Blond Justice $32 
Blondage $32 
Immortal Desire $32 
Intimate Journey $32 
Naked Revenge $32 
Sex $32 
Steamy Windows $32 
Super Models Go Wild $32 
The Coven $32 
Voices in My Bed $32 

CDi ADULT 
Phone Sex Audio $15 


Zpider Erotic Games $26 
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Now you can watch baseball 


and hockey. See what Bill Holmes 
says about these other fine games. 





In baseball, comparing fielders’ abilities is a hotly contested area. 
If Fernando Vina makes fewer errors than Ozzie Smith in a compara- 
ble number of games, is he the better shortstop? Or do we factor in 
that Ozzie tries to cover more ground than Vina and might err going 
for a difficult ball that Vina wouldn’t be able to (or wouldn’t even 
attempt to) reach? Software can be looked at the same way, and 
FRONT PAGE SPORTS BASEBALL (FPBB) from 
Dynamix/Sierra is clearly the Ozzie Smith model. While the initial 
release of the game stubs its toe in a lot of areas, it is clearly the most 
ambitious baseball game ever made for the personal computer. 


Batter up 

First identify whether you are the type of player who is a replay 
fanatic or a baseball fan. If the former, where the reproduction of 
stats must be as close to historically accurate as possible, put the 
game down and buy a text-based simulation. This game simulates the 
full physics of baseball (wind, weather, trajectory, skill matchup, etc) 
even in one pitch mode, so simming a season requires a week off 
from work anyway. You’re welcome. If, on the other hand, you are 
a fan of the game of baseball itself and are more concerned with the 
ability to mold and run a team or even just play and watch the game 
unfold, kiss your spare time goodbye. FPBB, like its sister football 
game, is designed to put the tools of the sport into your hands so you 
can pursue the features that excite you about the game. If you enjoy 
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arcade play, the batter/pitcher interface (BPI) is glorious in hi-res 
mode. If you enjoy being a GM, the ability to draft, train and oversee 
a player’s career from high school project to retirement is a game in 
itself. 


Action 

Action-wise, the game exists on two planes — the hi-res BPI 
interface and the lo-res follow through screens. Frankly, this is a 
visual switch that takes some getting sedo, although the reasoning 1s 
clear — with everything that is going on in the background plus the 
camera management and VCR abilities, one would need a Pentium 
altra 9000 to maintain the frame rate in hi-res after the pitch. The 
low-res fielding and replay area is still a technological marvel, and in 
time the suspension of disbelief is a little easier on the eye; trading 
off the graphic level for the versatility and speed of the action is 
worth it. While in hi-res, though, one can also appreciate the little 
touches like uniform numbers on the uniforms and watching the spin 
on the pitched ball. The rotoscoped animation and the detailed stadi- 
um atmosphere combines with diverse sound effects (yep, even heck- 
lers) to give the game a lifelike feel. 


Summer schedule 

So what’s the problem? Well, several, but most seem temporary. 
The AI in the initial release makes many errors in judgement on the 
field — throws to the wrong base, failure to cover, etc. The player 
ratings, which govern performance, need adjustment — besides the 
inevitable argument about your favorite player’s standing among his 
peers, the fact remains that there are too many strikeouts, hit batters 
and homers across the board. Fastball pitchers also get shelled mer- 
cilessly — the off speed pitchers rule in this league. Some incredibly 
boneheaded trades have been proposed and accepted, and it’s too 
easy to steal. Dynamix has been on top of all this and is developing a 
patch that will update many areas, most of which are related to how 
the game interprets the ratings. In the interim, since one can create or 
edit players, users are tweaking away on their own. 

There are other wish lists - management profiles, good boxscores, 
the ability to participate in a PBM or modem league as with the foot- 
ball game — and hopefully these will be included with or quickly 
follow the Legends And Stadiums disk that is on the way. As it 
stands now, FPBB is a flawed game that looks to be (1) correctable 
in the immediate future and (2) Ozzie Smith to the Fernando Vinas 
on the market. Unless you are the replay-oriented gamer, buy it and 
take some time to learn the management system and enjoy the graph- 
ic gameplay. Given the designer’s track record, by the time you are 
ready to handle the full load, so too will Dynamix. 





You may have noticed that EA SPORTS has stepped up its adver- 
tising budget and is making an effort to reclaim some clout in the 
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computer game market. You'll be happy to note that if games like 
PGA TOUR GOLF 486 (PGA) are any indication, they spent a few 
bucks on the design team, too. 

PGA has set its sights on the LINKS 386 PRO crowd, an ambi- 
tious target, but they have hit the mark in most areas. The shading, 
shadows and textures in PGA are all first rate — the depth percep- 
tion and interpretation of graded levels make the screen look like a 
window to a golf course. The three TPC courses that come with the 
game are beautiful - -on a par (sorry!) with LINKS and therefore a 
step up from JACK NICKLAUS and other games. Screen redraw is 
comparable, perhaps slightly slower than LINKS on a lesser 
machine, but worth whatever minor delay is incurred. 





Film intro 

There’s even a film introduction to each course providing some 
history and background information that makes you feel like you are 
participating in a televised tournament. Which, in a way, you are... 

The draw here, naturally, is the PGA Tour license which permits 
the usage of the names and likenesses of the names duffers know so Pe 4 fI~% 
well. Although you can compete against 56 tour pros, there are nine —<— HOLMES (3 0 ie | 
animated and digitized players that you can even compete as. | 
Naturally, you can create your own player(s) and select clubs as well. 
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The digitized players will provide tips and comments about their PGA Tour Golf 486 

style of play as well as anecdotes about their career, further setting Gameplay offers practice holes, tournament play, single round 
the mood of the televised matches. Throughout the game, that play and the choice of match, skins and stroke play. The expected 
famous golf announcer “stage whisper” furthers the belief (although graphic elements are all here — overhead viewer, grid markings for 
a larger sample of comments would have been a wise move). As a the green, pin indicator, etc. There is an option for a “wrap around” 
bonus, the game (at least initially) comes packaged with a top quality — view, where the shot is first viewed from the swing perspective and 
Media Guide at no additional charge. then switched to the ball as it comes to rest at its lie. This is well 
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PGA Tour Golf 486 


done, although the ability to replay the shot from the lie position 
only and/or a follow-the-ball angle (both features available in some 
other games) would have made this perfect. However, the “feel” of 
the ball is very true; one can truly distinguish the slice or hook, and 
the chip shots are better represented here than even LINKS. 


Leader board 

In a tournament, the Leader Board is displayed between holes with 
the current players in bold. The computer-controlled PGA players are 
playing along with you (in the background) to add to the feeling of 
participating in an actual tournament. The players have ratings and 
abilities which affect the results, although since golf is such a random 
game and since you don’t “see” the other players actually play, who 
knows how accurate this is? Several games of play indicated that the 
scores were realistic, however, so a good game on your part gives you 
a shot at the money finish. And it’s nice to look up and see that even 
when you are shanking putts, someone like Fuzzy Zoeller might be 
right next to you at the bottom of the board. 


It’s not perfect. Games can be saved, but there is no printout feature. 


I haven’t figured out how you can export results for league play 
against other game owners, either. Even little things — you have only 
ten spaces for your name, so everyone on the Leader Board has a first 
and last name except you and the current foursome (why?). Perhaps 
these features will be added someday, and I also look forward to add- 
on disks that expand the list of digitized PGA players (I’m sure the 
courses will be forthcoming first). In the meantime, however, make 
room in your house for another solid golf game — one that lets you 
combine the realism and beauty of LINKS with the fun of playing 
with the real pros. PGA TOUR GOLF 486 is a major move for EA 
SPORTS which vaults them back into the golf limelight. 


Review 


NHL Hockey 95 


EA Sports: 


Talk about good timing - what better luck can you have than 
releasing your new hockey game when the real NHL goes on strike? 
EA Sports is probably hoping that many of those displaced puck fans 
will be crowded around computer terminals this season, excising 
their frustrations with a joystick in a heated game of NHL HOCK- 
EY 95 (NHL95). And if action is what they want, they’ ve come to 
the right place. 

Although there are features that permit roster management and 
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player creation, NHL95 is first and foremost a joystick game, a 
Sega in IBM’s clothing so to speak. The graphics in the game range 
from the digitized photos of players and uniforms in the menus to 
the film footage clips to the blockier arcade portion of the game. 
Since that is where you spend most of your time, this may or may 
not be important. The less complicated visuals allow for faster and 
more fluid movement on the ice, which I imagine most gamers 
would prefer over more detailed things like missing teeth. 


Exhibition or league play 

Game play is offered as exhibition games or league play, and 
within the league structure you can play a game or a playoff series. 
The NHL and NHLPA licenses permit the inclusion of the players, 
logos and teams, but you can choose to create a new league and edit 
players if you wish. Players are rated at several skills and teams 
have overall ratings as well which are displayed before the game; 
taking the Rangers at home against the Mighty Ducks will give you 
several pronounced advantages, all things being equal. That last 
point has been questioned, as computer teams seem to monopolize 
the one-timers and get back on defense much faster than the human 
player, regardless of speed ratings. The computer opponent tends to 
hang in front of the goal - maybe I should, too... 

Switching lines is a press of a button, and lines can even be edited 
during the game. Between periods, all stats are accessible, out-of- 
town scores are shown, and replays are available for viewing. After 
exhibition games a few real NHL video clips are shown (you can’t 
save clips in exhibition mode). The VCR function is simple and the 
replay is short, but you can position the camera center anywhere on 
the ice and view that target area. Games can be saved anytime, and 
through the menu system one can scout a player, a line or a team 
with ease. 


Home base 

The Central Registry is the area where players can be created and 
free agents drafted. If playing in a remote league, there are also 
League Management features for importing and exporting data, com- 
pleting trades, and merging the results from the league members. I 
know I harp on this like a broken record, but this feature is the next 
best thing to head to head modem play, maybe even better in some 
ways, and has almost become a necessity rather than a bonus. For 
those who wish to pick up a team and play the schedule against the 
computer league, that is available as well. Either way, full stats and 
ratings are available to read onscreen or print to a text file. These are 
single-season teams, no career mode is available; when the year is 
over you hose off and start again. 

There have been complaints that NHL95 is too difficult to play; 
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Season: 
Playott: 


Shoots 

Speed 

figility 
Weight 

Shot Power 
Checking 
StickHandling 
Accuracy 


NHL Hockey 95 


Player Stats 


Mark Messier 
11 Center 


Pt PIM 


6 0 
1? 27 


Ratings: 


Passing 

Offensive Awareness 
fetensive Alvareness 
iggressiveness 
Endurance 
Shoot;/Pass Bias 
Faceotts 


while it is much harder than last year’s model, it seems to be some- 
thing that more practice can help overcome. That is, unless you also 
are complaining that you used to score fifteen goals per game and 
now only get four — hey guys, get real, huh? If it’s too hard you can 
change the ratings of the players or even disable some of the rules 
(two line passing kills me, but I’m trying!) to make scoring easier. 
I’ve see a few inconsistencies like offsides one-timers or fatigue that 
doesn’t seem to affect my computer opponent as much as it does me, 
but overall it seems more of a challenge than an impossibility. 
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(1) CALGARY 
(8) LOS ANGELES 


(1) CALGARY 
(5) SAN JOSE 


{1) CALGARY 
(2) ANAHEIM 


1) OTTRLUA 
{6} MONTREAL 


NHL Hockey 95 


“holmes” Play-Offs 


(7) DALLAS 
(5) SAN JOSE 


{2} ANAHEIM 
I STLOUIS 


{5} TORONTO 
(6) VANCOUVER 2 


(2) ANAHEIM 
(5) TORONTO 


STANLEY CUP® 


NY RANGERS 0) eas (NY RANGERS 4 
ANAHEIM 0 “S55 (S) PITTSBURGH 3 
CHAMPIONSHIP 


(2INY RANGERS 4 (5) QUEBEC 0 
(5S) PITTSBURGH ; 


ae g PR, e- ath 
(2) NY RANGERS (5) QUEBEC 
(7) NY ISLANDERS 1 (6) PASHINGTON 2 
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(9) NEW JERSEY 1 
(S) PITTSBURGH ; 


I like the little touches - the occasional puck smashing through the 
arena glass, the “Players Of The Game” post game feature, the fact 
that I can manipulate the schedule of just play a Stanley Cup series 


(although the “celebration” was a 


bit cheesy). Would I like roto- 


scoped players with photo-realistic uniforms and numbers bashing 

into each other and cursing in foreign languages? You betcha! But 

NHL95 packs enough play wallop and includes enough variables to 

satisfy the “off the ice” part of me to carry me until EA Sports (or 

someone else) pushes the envelope a little further. 
a 











DOOM II 


OOMsday is coming!” at least that’s what it said on the old 

guy's sandwich board. He was standing in the middle of the 

sidewalk, ringing a bell and shouting at the top of his lungs 
that the world was about to end. I made the mistake of passing too close 
to him and he grabbed my sleeve. ‘The end is near, friend! Remember, 
you heard it here first!” Giggling madly, he released me and shambled 
off down the street. 

As I approached the mega-mart, I saw a tangled snarl of cars in the 
parking lot. People were running to and fro, looks of hysteria on their 
faces. I quickened my pace and made it to the door. Once inside, I fol- 
lowed my well-accustomed path to the back of the store. Way in the 
back. Where the games are kept. That's when I saw it. 

DOOM IT. 

My worst fears were confirmed. With sick fascination, I picked up the 
box and walked to the checkout counter. The register was unattended, 
indeed the place was almost empty with the few remaining customers 
and clerks gathered at the big window in the front of the store. They 
were looking at something on the outside. 

I walked outside and looked at the strange, swirling clouds forming 


like a malignant tumor in the afternoon sky. The air smelled vaguely of 


sulfur... 

Well, it’s finally here. After what has probably been the most hype 
associated with the release of any computer game in history (I’ve heard 
on the net that someone actually saw a television commercial for this! It 
might be just rumor, but who knows?), numerous pirate attacks, and 
Heaven (or Hell?) knows how much speculation, id software released 
DOOM II, Hell on Earth (D2) this weekend. The sequel to the incred- 
ibly popular DOOM, D2 is probably the most eagerly awaited title since 
Moses hiked up Mt. Sinai. 

D2 was designed to run on a 486 PC-compatible or higher, but the 
minimum configuration is a 386/33 DX. I reviewed the CD release, 
which includes the first level of D1 as a bonus for those who missed the 
start of the story. If you run it off the CD, D2 will make a DOOMdata 
directory on your C:\ drive. This configuration ran fast enough for me, 
and I seldom found the game stopping for lack of data. It also saves pre- 
cious space on my harddrive, taking up only 100K. It can also be 


Designed and published by: id software 

Systems: IBM PC 

Graphics: VGA 

Sound Support: Sound Blaster/compatibles, Roland 
Supports: Mouse, Keyboard, Joystick 


installed to run completely off the HD, something those of you who buy 
the floppy distribution will have to do, in which case it requires a mini- 
mum of 20 megs. You'll need 4MB of RAM to run this program, and 
the more the merrier. Naturally, you need a VGA monitor, and the usual 
mice and soundcards are supported. 


Back where we ended 


The story itself takes up where the first one ended. After having 


cleansed the bases on Phobos and Diemos, not to mention pruning the 
population of Hell itself, you return to Earth to find that the demons 
have taken over your homeworld. Craving vengeance and carnage, you 
leap into the fray. The object of each of the thirty levels is to get to the 
end, leaving as many Hades-spawned corpses in your wake as your 
nerve and supply of ammo will allow. 
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D2 boasts a more mature version of the game, with more monsters, 
more weapons and some new tricks and traps to keep the ever-wary 
players on guard and off-balance. There’s the new Super Shotgun, a 
double-barreled affair that makes a most satisfying noise and can dis- 
solve a Demon with one shot. The rogues gallery of badguys has been 
expanded too, and now includes the Hell Knight (a slightly weaker ver- 
sion of the Baron), the Arachnotron (a large brain with spider legs and a 
plasma gun), the Pain Elemental (a Cacodemon that spits Lost Souls), 
the Revenant (Dead guy with a rocket launcher), the Mancubus (my 
favorite, a big fat monster with dual flamers), and the Arch-vile (He can 
cast evil spells that blow you up. Scary.). Naturally, all the old favorites 
are here as well, for what would a sequel be without the same cast of 
characters? 

Jumping from place to place plays more of a role in this version, as 
well. Some of the levels can only be completed by jumping from one 
spot to another without falling into the radioactive slime below. Just be 
thankful for the speedsave button. 


Was it all worth it? 


So, the obvious question is, was it worth the wait? Well, that depends 
on what you were looking for. If you liked D1, you’ll love D2. The 
game plays as expected, but so did the original. The levels are well 
done, with plenty of challenge when played on the Ultra-violence set- 
ting. I think id knows that they’ve got a winning property here, and they 
are not going to tamper with success. That’s fine with me.Q 

Nick Svolos 
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: He ruled the auto industry. 
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BLACKTHORNE 


limbing, crouching, scaling ladders, his movements are 
incredibly smooth. Leaping yawning chasms — fully as haz- 
ardous as gun fire — brought me right out of my seat, even 
after hours of play. 

Action is in real time from the keyboard, and while our ragged prince 
(he really does look like Rambo) never needs rest, if you do, don’t look 
for a pause button. When you’re not clicking the keys Kyle waits 
patiently, cleaning his sunglasses or breach loading his automatic weapon 
while waiting for you to make up your mind. This is one cool dude. 








Disposable Countrymen 

Kyle encounters his fellow countrymen (they are known by the unfor- 
tunate name “Androthi’”’) chained to the walls or working the mines with 
laser hammers. They look just like him except they are barefoot and 
don’t have a white muscle shirt. When he speaks to them he gets useful 
information, a tool, or more often an insightful phrase like “Curse this 
terrible life.” If there’s a shootout in the vicinity the Androthi are always 
in the way, but they do leave nice bloodstains on the wall. Later, our 
intrepid hero also encounters Androthi engaged in their own shootouts in 
which he can join. Rebellion is definitely afoot. 

You acquire a number of toys on your way, keys, levitaters, heal 
potents, etc. Your inventory panel on the right holds only eight items so 
don’t hoard. A movable pointer highlights them but caution: If you for- 
get which item is highlighted you can waste a bomb when all you wanted 
to do was use the bridge key. One of my few gripes is that when you 
reach a new level you lose all your possessions except your gun. 

The game is accessed through letter codes which take you to the level 
where you stopped. If you lose all your lives you start back at the begin- 
ning of your current level which is a pain because some of the levels are 
quite hard. At the end of a few segments Kyle meets up with important 
personae who keep the slender thread of plot going. 

By the third level you’ll have to start mapping which is not too difficult 
except that sometimes it’s hard to tell which floor you are on and how 
passages link to other segment of the dungeon. 

BlackThorne is not a subtle game. The point of each level is to fight 
your way to the place where you get the bomb which will enable you to 
defeat the orc who has the heal potent you need to fight the...well, you get 
the picture. 

So, does Kyle defeat the evil Sarlac and win back his kingdom? Hey, 
this is a long game, and I’m only half-way through. But if I had to 
guess...L] 


Gerald Warfield 


Designed by: Blizzard Entertainment 

Published by: Interplay 

Systems: IBM PC 

Graphics: VGA, SVGA 

Sound Support: Sound Blaster/compatibles 

Supports: Mouse, Keyboard 

System Requirements: 386 minimum, 486 recommended; 4MB, RAM 
minimum; hard drive 
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Andy Backer Speaks Out 





OVER THE N 


am a middle-aged, over-weight, bald-headed and white-beard- 
ed male. I led a secret life playing female characters in on- 
line, role-playing games (multi-player rpg played by modem). 
I was not alone. Many female characters on-line are played by men. 

It’s not always a secret. Sometimes male gamers play female 
characters badly (usually as simpering, giggling, large-breasted 
ditzes), or the true sex of the gamer running female characters is 
known by other gamers who will pass on the information. But, 
there are a few men who role-play women so well that no one sus- 
pects. Many on-line female characters should be suspected, because 
there just aren't very many real women gamers. In most multi-play- 
er role playing games, eighty to ninety percent of the gamers are 
male (yet thirty to forty percent of the characters are female!) 





Il was a teenage vamp 

How did I get to be a teenage vamp (my ladies varied in tempera- 
ment, but were invariably young and attractive and always had 
boyfriends)? I didn’t begin my on-line life as a cross dresser (and 
I’m not one off-line). The first character I created was a male I used 
to review Kingdom of Drakkar. The game was such fun I showed 
my friend, Denise, the game and together we created Cirocco, a 
female character for her to play. The game’s interface made Denise 
nervous however, and she asked me to play the character while she 
just watched. 

While Cirocco chatted (I typed) Denise would make back-seat 
driver type comments, or laugh, or sigh or otherwise let me know 
what she was thinking. I incorporated her input. 

Our joint creation soon became very popular. To be honest, how- 
ever, any female character is popular on-line. With so few women 
playing, hopeful men always check out the new female characters. 
They also tend to ignore new males. Men always invited Cirocco to 
travel with them, whereas my male characters usually had to adven- 
ture alone. Since on-line role playing characters are more fun to 
play in a party, I ended up only playing Cirocco, even without 
Denise being around. 

One of the old timers on Drakkar thought that I had to be a 
woman. Cirocco was too real for me not to be, he said. That I was 
by profession an actor and playwright helped make Cirocco seem 
real, I’m sure. I had already created female characters in the plays I 
had written, and I once even played a cross-dresser in a showcase 
production in New York City. I played a supposedly female killer 
who was discovered dressed as a man but was still wearing a pair of 
high-heels at the scene of the crime. When the high heels were 
pointed out to me, I glanced at them and screamed. I tried to crawl 
away from myself. I would crawl a bit, look back and scream 
because the heels were still following me. I ended up crawling to a 
corner of the room where I tried to strangle myself. 

After playing a bizarre character like that, Cirocco seemed like a 
piece of cake. 

I was much too flirtatious as Cirocco at first. Men would take the 
flirtations very seriously. They would sulk and pout, or stalk off 
angrily if I paid too much attention to other men in a party. Once I 
was even called a b**** by someone | had just met, because I chose 
to continue adventuring with the male character I was with rather 
than becoming the new one’s companion. 

I was so shocked all I could think of to type was, “What did you 
call me?!” 

He typed “GO KILL YOURSELF,” and logged off. 
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It was probably one of the children (a surprising number of on- 
line players are younger than teen-agers!) but it still angered me ... 
as a woman! (I had two reactions, actually. As Cirocco I was furi- 
ous for having been sexually harassed. As myself, I was laughing. 
Then I was angry at myself for laughing!) 

Anyway, the experience awakened a new sensitivity to behavior 
with women. After that if someone used inappropriate language or 
pinched or patted Cirocco’s little ASCII body, I dressed down the 
offending culprit. I stopped her flirtations, and had only one quasi- 
romantic friendship. The rest of her friendships were strictly pla- 
tonic. My objective was to have Cirocco treated as an equal and not 
as a sexual object. 

It worked. Men no longer treated her like just another a bimbo 
and she no longer acted like one. I began to lead the adventure par- 
ties | was in. The men cleaned up their language, stopped flirting, 
and took their role playing more seriously. I didn’t allow any more 
out of character comments like, ““What’s the weather like in 
Louisville?” Fortunately, | had precedent backing me. Out of char- 
acter comments (any chatting that is about anything other than the 
characters and situations in the game) are pretty much frowned on 
by experienced role-players, anyway. It’s the inexperienced that 
want to turn a game session into a CB chatline. 

Unfortunately, just when Cirocco was at the peak of her develop- 
ment, I finished the review, and had to leave the network. I couldn’t 
afford the fees. 

When I was assigned to review Legends of Future Past, | 
applied the lessons I learned as Cirocco. I created Newbie, a 
blonde, blue-eyed, independent and muscular “nice” girl. She start- 
ed out as a warrior but ended up as a priestess. In spite of my best 
intentions, however, she wound up with a boyfriend (a priest) and 
probably would have married him if there had been more playing 
time. He was too nice to turn down and she was too nice to say no. 

I got bored with all that “niceness” and created Alex. Alex was a 
flaming red-haired elf who wore black leather boots, a green silk 
gown, cape and gloves, jade jewelry and black-lace underwear. She 
flirted outrageously and was a “golddigger,” manipulating her boy- 
friends for presents and gold. She even stripped to her underwear 
in public while changing into her armor, quite conscious of the 
effect it was having on her audience (any men in the vicinity would 
whistle and make appreciative comments). My intention was to 
make her a heart-breaker (love em and leave em) but she remained 
true to her devoted dwarf boyfriend. She just couldn’t bear to hurt 
him, the softie. 

The dwarf’s creator (much to my surprise) secretly “gifted” me 
with $50.00 of on-line time (gamers were allowed to contribute 
credit card gifts to other gamers as a feature of the game) after I told 
him as Alex that I couldn’t afford going to a game event he invited 
me to (my allotted time for writing the review was running out, and 
again, I personally couldn’t afford the fees to keep logging on). 

The gift embarrassed and irritated me. Neither Alex nor I liked 
feeling that we were paid escorts. I soon left Legends for 7SN’s 
(now JNN’’s ) on-line role playing game, Yserbius. I wasn’t 
reviewing it and paid my own fees. I could afford to, it was so 
cheap: only fifty cents an hour! (INN has quadrupled the fees since 
then). 

Next, I created Abma Phd. If you’re familiar with the play Who’s 


Afraid of Virginia Woolf, you may recollect George talking about 


the various college degrees he has: A.B., M.A., Ph.D., Abma Phd. 
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Heh-heh. Abma was a chatterbox who had been to college and let everyone 
know it, at first. But then I modified those qualities and added Cirocco’s sense 
of humor, Alex’s daring and Newbie’s virtue. 

Alex became my favorite and most rounded character. I spent over six 
months playing her in Yserbius. She joined a guild, and rose in the ranks from 
Squire to Captain. She had a brother named Elmer Phd (pronounced Fudd), 
who of course, woved to chase wabbits. Heh-heh. 


Oh, what a tangled web we weave 
When first we practice to deceive... 

The whole time I was playing on-line as a woman, I feared being discov- 
ered. It’s been just about a year now since I’ve stopped cross dressing. I am 
nervous about confessing. | don’t want to embarrass any of the real women 
who were my friends on-line. Two of them had Abma as their bridesmaid for 
their on-line weddings! Don’t think that didn’t make me nervous! 

[ quit playing on-line, because it was boring to play a game whose puzzles | 
had solved, and I grew very weary of pretending to be a woman and deceiving 
my friends. 

As an actor on a stage, | never worried that anyone would believe I was real- 
ly the character I was playing. But, | didn’t perceive role-playing on-line the 
same way. 

Some of my friends in these on-line games weren’t even really role playing. 
They named their characters differently, but played them all the same. They 
were as likely to talk about the promotion they had at work, or the weather in 
Ohio, as about the Troll in the next room. I loved them dearly, but they were 
terrible actors and constantly out of character. 

It’s these friends who might especially be offended by my passing myself 
off as a woman. I humbly apologize to all who are offended, but especially to 
them. 


Just another pretty face 
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FUN ON THE INTERNET 


J. Grant Bell offers players 
access to role-playing on internet 
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bly heard of MUDs. Multi-User Dungeons (or Dimensions, if 

you prefer) are becoming more common by the day. The term 
MUD refers to a whole genre of internet games offering a remark- 
able degree of multiplayer interaction. Non-gamers tend to see 
MUDs as a plague, stealing precious bandwidth and processing 
power from their commercial and university-owned computers. 
Gamers tend to see them as... well, as lots of fun. 


F f you’re fond of lurking around on the internet, you’ve proba- 


What’s a MUD, Anyway? 

The typical MUD bears some resemblance to old-fashioned text 
adventures (like Adventure or Zork, for all the ancient gamers out 
there). You type in your commands (e.g. Go East; Kill the Ogre) 
and the game world responds to them. 

But while most MUDs bear this superficial resemblance to text 
adventures, below the surface they’re actually quite different. The 
most obvious and noteworthy difference is the number of players. 
Some MUDs allow over a hundred players to adventure at once. 
This allows for an incredible amount of role-playing and interaction. 
If it’s multiplayer gaming you seek, you can’t get much more multi- 
player than MUDs. 

Another difference lies in the emphasis of the games. There are 
enough different MUDs out there, each with its own theme and 
focus, that you’re almost certain to find one you like. Some MUDs 
focus on the usual hacking and slashing, where you push your char- 
acter’s race to attain its highest level. Others concentrate on puzzles 
or quests. Still others are places of conversation and socialization. 
It’s not difficult to find a MUD that’s right for you. 

There are many varieties of MUD. Since most MUD operators 
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like to customize their code, these names or categories only serve as 
a rough guideline. Generally speaking, though, anything that’s 
called an LP-MUD, or that’s said to use DIKU, AberMUD, or 
MERC code, is likely to be a role-playing MUD that emphasizes 
killing monsters, gaining experience points, and other traditional 
role-playing activities. Other sorts, like MOOs, MUSHs, 
TinyMUDs and so forth are harder to categorize, and usually 
emphasize other aspects of gaming, such as socialization and chat. 
Some are highly competitive and goal-oriented, but use game sys- 
tems very different from those of the more traditional LP-MUDs. 
It’s generally easiest to start out on a MUD that uses the LP family 
of code, since the commands are likely to be familiar and very intu- 
itive. 


It’s MUD that I seek 


Getting connected to a MUD 1s a fairly simple business if you 
have an internet account. It’s just a question of connecting with the 
MUD ’s internet port. The easiest way to do this (at the start) is to 
use the telnet protocol. You'll need either the numerical or name 
address of the mud, and you’ll also need its port number. For exam- 
ple, the numerical address of DragonMud is 192.80.61.5, and the 
name address is eve.assumption.edu. Its port number is 5000. So if 
you were on a machine with an internet connection, and wanted to 
get on DragonMud, you could do it in one of two ways. Type: tel- 
net eve.assumption.edu 5000 or telnet 192.80.61.5 5000. 

You can always use either the name address or the number 
address, but you always have to follow that address with the MUD’s 
port number. Using telnet is generally not the best way to play 
MUDs, but it’s an easy way to start. Most veteran MUDders use a 


LeaferII says ‘do I know you?’ 
pu grin evilly at him. 
LeaferII now follows you. 


pu say *"No’ 


LeaferII says ‘ddo I know you?’ 
pu shake your head. 
ou fondly fondle him. 


ou say ‘Har.’ 


Leafer II says ‘i think I know who you are’ 
pu say “Who am I?’ 


Sere ine 


hi strangers 


Strategy Plus 


client program, which is a program designed specifically for hooking up with 
and playing MUDs. In-depth treatment of client programs goes beyond the 
scope of this article, but here are a few tips: Tintin is the most commonly used 
client, and it’s available at several anonymous FTP sites. Try ftp.tep.com 
(1238.95.10. 106). 

Now that you’re ready to telnet, it might be nice to have a MUD to telnet 
onto. There are a couple of addresses at the end of this article, but the best 
way to get a complete and up-to-date list of all the active MUDs at any given 
time is to send e-mail to awozniak@geordi.calpoly.edu. No message is 
required: the Subject line should just read SUBSCRIBE. The system is auto- 
matic: you should get back a list of MUDs almost instantly. Maybe you could 
send Mr. Wozniak a thank-you note as well: keeping track of all those MUDs 
is a pretty big job! 


I got the MUD, boss. 
Now what? 

MUDs have various procedures for creating a character. Some require you 
to e-mail the implementors before you can actually play, but this is rare. 
Usually, you just enter a little character creation process, make your little alter- 
ego, and leap right in. This is good in that there’s no wait, but bad because you 
can get confused. Every MUD has a slightly different interface, different pro- 
tocols, and different sorts of commands. The first thing you should do is type 
HELP and see what it says. Most MUDs have good on-line documentation, 
and many have documents that you can FTP and peruse while off-line. This is 
highly recommended. 

When you start a character you generally get dumped out into the equivalent 
of the town square on the MUD, a hub of game activity. Messages will be 
whizzing back and forth. People will be engaging in various sorts of activities. 
And if it’s a player-killing MUD, someone might kill you before you’re there 
ten seconds (more on this later). But 1f you have to read the documentation on- 
line, you might want to use simple movement commands (N, S W and E) to 
walk to a less busy area. If too many people are in the same room with you, all 
the incoming messages and reports will make it hard to read documentation. If 
your communications program has a scroll lock, just lock in the docs and read 
them without interruption. 

Another thing to remember 1s, don’t worry what happens to your first char- 
acter. You made the character before you understood how things really 
worked on that MUD, and he (or she) can’t be expected to excel. It takes some 
time on any MUD to get a feel for the game. Most MUDs have regulars who 
devote incredible portions of their life to MUDding (sometimes to a frighten- 
ing extent), so don’t be surprised if they seem to know everything, while 
you're floundering around helplessly. 


Stay away from that MUD, Billy! 

While MUDding can be great fun, there are lots of potential problems when 
you start. So here’s a few things to avoid, and some warnings about factors 
that might influence your gaming. First, don’t start out on a PKilling MUD (a 
MUD where players can directly attack one another). They’re easily avoided: 
names like Rivers of Blood or Plains of Carnage can be a good tip-off. But 
aside from that, most MUDs state their policy explicitly on player killing in 
their help text. If you’re on one, leave it quickly. The players on PKilling 
MUDs have usually MUDded for a long time, and know exactly what they’re 
doing. They tend to be less friendly than people on MUDs without player 
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seaming oe EST FLEET**** 
“The Grandest Fleet is a fun game, and one that 
should live a good long life on many gamer’s hard 
drives.” 





-M. Evan Brooks, Computer Gaming World 


“This game (The Grandest Fleet) is hot and QQP 
deserves to reap what it has sown.” 
-Ted, Computer Game Review 


“,..it’s relatively easy to get into, thanks to a well- 
designed interface. And once you are into it, you’ll 
have a hard time stopping.” 

-William Trotter, PC Gamer 


“This is what great gaming is all about.” 
-M. Evan Brooks, Computer Gaming World 


“The Grandest Fleet is a fascinating little world of its 
own, and one definitely worth exploring.” 
-Dennis Lynch, Chicago Tribune 


wee? BLOG OLY MPLIADY* 
“QQP’s reputation for producing top-notch strategy 
games gets another boost with Bridge Olympiad - 
another winner.” 
-Joe Novicki, PC Gamer 


“Great graphics, and smooth interface makes for 
quick play against strong opponents.” 
-PC Gamer 


****SOLITAIRE’S JOURNEY**** 


“If I were stranded on a desert island with a laptop 

and a crate of NiCad batteries and were allowed only 

one game, Solitaire’s Journey would be my pick.” 
-Carol Hartman, PCM 


“It is impossible to count the hours that will be spent 
on such a quick, clean, playable diversion as 
Solitaire’s Journey.” 

-Alan Emrich, CGW 


Quantum Quality Productions 
495 Highway 202 
Flemington, NJ 08822 
(908) 788-2799 
Compuserve 75400,3823 Genie QQP 
Delphi Q@P 





killing, and they use client programs that give them a 
huge advantage in player vs. player confrontations. 


MUDwarning 

Be sure to take it easy! For whatever reason, 
MUDding seems to be a highly addictive pastime. 
People can become obsessed with getting “just one more 
level.” Horror stories abound of people whose school 
careers, jobs or significant others were cast aside 
because MUDding absorbed more and more of their 
time. Don’t let this happen to you! Since in MUDs you 
can get to chatting with other users (something that does- 
n’t happen in single-player computer games), time can 
really start to fly by. Set some time limits and stick with 
them. Also, some MUDs have elaborate systems of rent, 
whereby your character pays rent on his equipment when 
you're not actually playing the game. This leads to peo- 
ple logging on just to kill monsters and get the cash to 
pay the rent on their prized magical sword — even when 
they don’t really want to play. I’d suggest avoiding 
MUDs with rent unless you’ve got a whole lot of time to 
spare. 


A Cornucopia of MUD 

Here are some extra resources for those inclined to 
learn more about MUDs and MUDding. The Usenet has 
several newsgroups devoted to different kinds of MUDs. 
If you want to read a few articles, here are the groups: 


---rec.games.mud.admin This contains posts about the 
managing and day-to-day maintenance of MUDs. 


----rec.games.mud.announce Here’s a good place to read 
announcements about new MUDs. 


---rec.games.mud.lp Articles about LPMUDS. 


---rec.games.mud.misc As the name suggests, it’s a grab 
bag of miscellaneous articles. 


---rec.games.mud.tiny This one’s about TinyMUDs, a 
fairly popular variant of MUD. 


For more extensive MUD info, look for Jennifer 
Smith’s excellent FAQ (Frequently Asked Questions) on 
MUDs and MUDding, found on ftp.math.okstate.edu, in 
the /pub/muds/misc/mud-faq directory. 


MUDs to start on 

DragonMUD eve.assumption.edu 5000 

Apocalypse IV sapphire.geo.wvu.edu 4000 

Deeper Trouble alk.iesd.auc.dk 4242 
Happy MUDding!U 
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‘SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-620’ 
The smallest elec- 
tronic organizer 
with terminal capa- 
bilities. Offers Cal- 
endar, Anniversary 
and Scheduler, 
customizable Tele- 
phone lists, Outline 
function, Memo 
function, 10 digit 


calculator, clip & paste, daily alarms (7), user dictionary, 
and many other features. You can also connect to on-line 
services to send or receive E-Mail, check stock prices 


and make travel arrangements. 


$279 





‘FRANKLIN DIGITAL BOOK SYSTEM DBS-2’ The revolu- 
tionary new way to access a world of information instantly. 
Stores up to 2 digital books, each containing up to 20 mega- 
bytes of compressed information. 


$149 
























































‘SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-110’ 
This revolutionary 
electronic organizer 
has created a 
whole new cCat- 
egory of information 
management. The 
Sharp YO-110 of- 
fers extraordinary 
value and practical- 
ity. Includes func- 


























tions like Telephone, Calendar, Schedule, Memo and Ex- 
pense keep your business and personal information at your 
fingertips wherever you go. The YO-110 is under 40z. and is 
small enough to fit into your shirt pocket. $59 








‘SHARP WIZARD 
OZ-9520’ is a 
Pocket Communi- 
cator that is light- 
weight and com- 
pact and offers 
built-in fax soft- 
ware. Offers inte- 
grated Filing, a 
Telephone func- 
tion, a Calendar, a 
Notebook, a 
Scrapbook. De- 


signed with a Graphical User Interface with a touch sensi- 
tive display, it makes entering and accessing data easy. 
Features connectivity to E-Mail and printing to a standard 


PC printer using infrared technology. 





Sharp Wiz OZ 9500 $339 
Sharp Wiz OZ 9520 $439 
Shrp W OZ 9520 fx $539 


Sharp YO 100 Orgn $49 
Sharp YO 110 Orgn $59 
Sharp YO 300 Orgn $89 
Sharp YO 310 Orgn $99 


Sharp YO 600 Orgn = $189 
Sharp YO 610 Orgn = $229 
Sharp YO 620 Orgn = $279 


Shrp CE 390 PC Lk Sft/Cbl 
(YO300,YO310) $89 
Sharp OZ 892 IBM 
Organizer Link 

Sharp OZ 895 Macintsh 
Organizer Link $109 
Sharp OZ 990D PC Link 
Software DOS $74 
Sharp OZ 990W PC Link 
Software WIN $74 
Sharp OZ 993 Macintsh Link 
Software $74 


$109 


Sharp OZ 780 Mem 32K $54 
Sharp OZ 781 Memory Card 
64K $79 
Sharp OZ 782 Memory Card 
128K (8000) $109 
Sharp OZ 783 Memory Crd 

256K (8600) $139 
Sharp OZ 784 Memory Card 
512K (9600) $209 


$439 


Voice Organiz 5200 
Voice Org Ex. 5500 
VCR Voice Programr $69 


$159 
$179 


Sharp OZ 701A Time 


Management Card $99 
Sharp OZ 8B0O1 Spreadsheet 
Card $169 


Sharp OZ 8B02 Fax Modem 
Card $409 
Sharp OZ 8D01A Amer 
Heritge Dictionry Crd $169 
Sharp OZ 902 Basic Prgrm 
Card (9000 series) $229 


Sharp CE 132T Level 
Converter $79 
Sharp CE 137T Lvl 
Converter PC/MacLnk/Fax 


Modem $64 
Sharp CE 220T Cable ZQ/EL 
Transfer $34 
Sharp CE 300L Dubbing 

Cable $24 
Sharp CE 315L Dubbing 

Cable Organizers $69 


Sharp CE 350X Organizer 
Modem $149 
Shrp CE 50P Prntr $129 
Shrp CE 76BC Bt Pk $29 
Shrp CE IR1 Wrlss Printr 
Interface (9000 srs) $119 
Sharp CE IR2 Wireless 





‘FRANKLIN LANGUAGE MASTER DICTIONARY LM- 
2200’ Contains over 274,000 definitions. Provides over 
496,000 synonyms for 40,000 words. Includes an SAT 
word list to help practice for the exam. $89 


Interface IBMPC $89 
Sharp EA 11E AC Adaptor 
(9600 series) $5 


Sharp OZ 899CC Leather 
Case (8000 series) $29 
Sharp OZ A90A1 Leather 
Case (9000 series) $34 


Franklin French Professor 
FP-650 $109 
Franklin Language Master + 
Math LM-2020 $84 
Frankin Lg. Mst LM-2200$79 
Franklin Language Master 


LM-3500 $119 
Franklin Pocket French 
Professor FP-615 $79 
Franklin Pocket Spanish 
Master DBE-110 $64 
Franklin Pocket Spanish 
Master SM-515 $79 


Franklin Spanish Master 
SM-550 $119 
Franklin Speaking French 
Professor FP-610 $209 
Franklin Speaking German 
Professor GP-620 $209 
Franklin Speaking Language 
Master LM-4200 $149 
Franklin Speaking Language 
Master LM-6000 $229 
Franklin Spkng Language 
Mstr Sp Ed LM-6000SE $499 
Franklin Speaking Spanish 
Master SM-1000 $149 


Franklin Desktop WrdMstr 
WM-1055 $56 
Franklin Nx C Pckt Rgt’s 
Thesaurus NCT-102 $36 
Franklin Pckt Language 


Master LM-2015 $56 
Franklin Pocket WrdMster 
WM-1015 $44 


Franklin International Version 


Bible NIV-30 $94 
Franklin King James Version 
Bible KJ-31 $94 


Franklin Elementary Spelling 
Ace ES-90 $44 
Franklin Nxt C Webstr’s Pckt 
Spell Correct NCS-101 $29 
Franklin Pocket Spelling Ace 


S-100 $36 
Franklin Spelling Ace Plus 
BP-105 $39 


Franklin Spell Ace SA-98 $36 


Franklin Bartender’s Guide 
BTG-400 $64 
Franklin Big Leag. Baseball 
Encyclopedia HR-94 $56 
Franklin Desktop Crossword 
Puzzle Solver CW-50 $54 
Franklin Offic! Scrbl Players 





‘SHARP ELEC- 
TRONIC ORGA- 
NIZER YO-310’ is 
the smallest Sharp 
Organizer with the 
Capability to link to 
an IBM PC. So 
compact, it can slip 
right into your shirt 
pocket. It provides 
valuable functions 
such as To Do and 
Expense Tracking 


as well as the Qwerty keyboard and standard calculator key- 
pad. Features Time Management, Data Base Management, 
and Note Taking. Allows you to edit and manage your data 
on a computer while providing backup for security. $99 





Dictionary SCR-30 $54 
Franklin Parkers Wine 
Guide WNG-400 $74 


Franklin Pckt Betty Crocker’s 
Cookbook BCC-400 $64 
Franklin Pocket Crossword 

Puzzle Solver CW-40 $46 
Franklin Pocket Horoscopes 


AST-110 $44 
Franklin Pocket Movie Guide 
FLX-110 $44 
Franklin Pocket Word 

Games WG-15 $36 


Franklin Digital Book System 
2 DBS-2-1 $199 

Franklin Digital Book System 
2D DBS-2D $169 

Franklin Digital Book System 
DBS-2 $149 
Franklin All-Time Baseball 
ManagerDBSIC-110 $29 
Franklin Bartender’s Guide 
DBS IC-130 $49 
Franklin Big Leag. Baseball 
Encyclopdia DBS IC-129 $49 
Franklin Columbia 
Encyclopdia DBS IC-114 $74 
Franklin Game Gallery DBS 
IC-115 $29 
Franklin Harrison’s Principles 
Internal Medicine 
Companion DBS IC-113 $99 
Franklin International Version 
Bible DBS IC-121 $56 


Franklin King James Version 
Bible DBS IC-119 $56 
Franklin Medical Digital Book 
System 2 DBS-2-3 $179 
Franklin Medical Digital Book 
System 3 DBS-2-4 $179 
Franklin Medical Digital Book 
System 4 DBS-2-5 $179 
Franklin Medical Digital Book 
System DBS-2-2 $199 
Franklin Medical Letter 
Handbook Adverse Drug 
Interactions DBS IC-104 $99 
Franklin Merck Manual DBS 
IC-118 $129 
Franklin Merriam-Webster 
Advanced Dictionary DBS 
IC-116 $74 
Franklin Merriam-Webster 
Dictnry Plus DBS IC-101 $49 
Franklin Official Scrbl Plyrs 
Dictnary DBS IC-109 $44 
Franklin Parker's Wine 
Buyer’s Gd DBS IC-120 $56 
Franklin Personal Organizer 
DBS IC-107 $99 
Franklin Speaking French 
Professor DBS IC-123 $59 
Franklin Speaking German 
Professor DBS IC-124 $59 
Franklin Speaking Spanish 
Master DBS IC-122 $59 
Franklin Video Companion 
DBS IC-102 $59 
Franklin Washington Univrs. 
Manual Medical Therapeu- 
tics DBS IC-105 $99 
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Gary ema s Ultra Bots 


Chess Gambit 


SPORTS : : ae : The sequel to the mege-hit 688 ATTACK SUB 


Labyrinth NHL Hockey Michael Jordan Seawolf 
In Flight 


Each month one gamer will win all these hit titles by Electronic Arts 
Winners to be announced each month in Strategy Plus 


today and we'll include a 4 Yr 12 Issues USA O$36 CAN. 0$39 
as our gift to you. | 2 Yr 24 Issues USA OS66 CAN. 0$74 


Strategy Plus is the magazine that {3 Yrs6lssues | USAUS$89 CAN. $99 
: ' 1 Yr 12 Issues Foreign Air Mail (USS)U$54 
game players and designers turn to 


most. Each month you'll receive 


' Name 
reviews, previews, hints and tips, _| Address 
designer's notes and the latest news eo __Zip 
on coming titles. If you're serious ' Exp. Date Tel. 
about gaming and want honest, in- | y¢ « canada: payment must be in US funds. Vermont residents add 5% sales tax. 
depth game coverage, subscribe | Nin 2S veaterrmecessus es mewanereuecceweas 
today and don't miss out! No Purchase Necessary 
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FORGET READING 


“Impressive, a must have for 2 





computer gamers” 


Steve Wartofsky, Editor 
Strategy Plus Magazine 
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In Windows Program Manager 
choose Run from the File menu 
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\ OR 2 PREVIEW 
KLEYeINTERVIEW 
EL’S MERCENARIES 


RONICS SHOW COVERAGE 
MORED FIST SKASUMI NINJA 
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ENTERTAINMENT 


Tne #] Sniteralnment CD MAG 

Interactive TV for your CD ROM 
12 episodes $59.95 1 episode $9.95 
800 283 3542 or 802 767 4622 


Source 90011 
Visa & Mastercard accepted. Make checks payable to: Interactive Entertainment PO Box 21 Hancock VT 05748. Fax: 802 767 3382 
© 1994 Interactive Publishing, Inc. 






REBOUND 


If you've got some- 
thing to say - say it! 
Write to: 

Strategy Plus 

FO. Box 5692 
Burlington, VT 05402 


Letters may be edited 
for space. 





American history redux 
Dear Steve: 

Just picked up MicroProse’s 
Colonization and was delightfully surprised 
to see that, despite the impressions left by 
the preview, at least in the manual a relative- 
ly good introductory survey of American 
Indian cultures has been included. The 
game itself looks well-balanced and more 
importantly like a rea/ treat in the wealth of 
historical detail and background it provides! 


Perhaps most importantly to me, the range of 


wonderful traditional musical selections 
(which can be picked from the menu bar) is 
astounding, and really enhances the atmos- 
phere during play. 

[ just have one little addendum to the his- 
torical info provided in the back of the 
game’s manual. Like many histories of the 
early American period (by the way, the 
included bibliography — while a bit uneven 
— nevertheless includes some excellent 
sources, from Morison to Axtell, good 
work!), the manual accepts the notion that 
disease was the main source of population 
destruction among the Indian cultures during 
the period 1492-1700. Or rather, it presents 
the fact of disease as if it were some passive 
supplement to the colonizing enterprises tak- 
ing place at the time. 

While it is likely true that the lack of 
immunity to new diseases was a significant 
contributing factor, it’s important to remem- 
ber along with that that the combination of 
enslavement, destruction of Indian agricul- 
ture, destruction of buffalo and other roving 
protein sources for Indian communities, 
invasion and disruption of Indian social and 
political order, and invasion and occupation 
of Indian lands in a way unprecedented in 
previous Indian history all produced signifi- 
cant levels of stress upon Indian popula- 
tions, stress which no doubt increased 
collective susceptibility to disease ten 
times over. 

Obviously in a number of 
instances colonizing European 
populations not only enjoyed 
the benefits of the wide- 
spread ravages of 
European diseases on 
Indian populations 
passively, but 
actively promoted 
the spreading 
of these dis- 
eases In an 
early 
form 
of 




















germ warfare (as the manual suggests). But 
more importantly here, I just wanted to sug- 
gest that the pervasive effects of disease 

were really as much the consequence of sig- 


American history was a period char- 
acterized as much by barbarism as 
it was by civilization, and that 

in fact both nobility of char- 
nificant stresses placed upon Indian popula- acter and mean-spirited 
tions as they were simply the passive result savagery were equally 
of new microbiological introductions. present on the 
To imagine that Europeans at the time European side of the 
might have done things differently if they’d conflict... as, no 
had more respect for Indian cultures is of doubt, they were 
among the 


Indian cul- 


course absurd; European culture was not 
then (and for the most part is not now) likely 
tures sub- 
jected 


to limit the scope or promotion of its own 
self-interest for the sake of preserving the 


lives and cultures of those different from to 








itself. The pragmatic fact was, Europeans 
had more firepower in the situation, and 
used it to their advantage to conquer peoples 
incapable of defending themselves against 
such an onslaught. Massive immigration 
and promotion of European ways com- 
plemented more military attacks, and 
probably proved more efficacious 

than the latter at the job of exter- 
minating the locals. 

Is the point of all of the 
above to point fingers and 
say, “these are the bad 
guys, and these are the 
victims?” No — that 
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ACCESS & | 
Brings You ‘ 

a Virtual Worid — 
Interactive Movie! 


What Reviewers are Saying : 


“Lots of games claim to be pushing the 
envelope—Under a Killing Moon blows it to 
smithereenss ” 

—William Trotter, PC Entertainment 


“Under a Killing Moon...the most 
elaborate graphic adventure to date. A 
ground breaking CD adventure!” 

—Joyce Worley, Electronic Games 
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would be a useless 
endeavour. The 






point is merely 
to suggest 


that early 































“Under a Killing Moon combines the best 
elements of movies and computer games and 
creates an amazing interactive experience 
that’s better than either of them . 
It literally pulls you into the screen.” 


—Denny Atkin, Entertainment Editor, 
Compute Magazine 





This category-creating Interactive Movie from ACCESS Software goes light 


years beyond any other product labeled “interactive.” Under a Killing Moon 
takes you to the streets of post World War III San Francisco and casts you into 


the role of Tex Murphy, Private Investi 
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conquest. 


Thanks for your time and atten- 
tion, 
Bill James 
Cambridge, MA 
‘ Dear Bill, 
We ‘ve gotten 
letters with a 
wide array of 
points of 
view on 
the 
mat- 


EW sarmele 
film stars 
Brian Keith, 


. Margot Kidder, © 

~ & Russell Means & 
all have in | 
common’? 


ter; clearly, different ways of teaching 
American history have gotten different peo- 
ple up in arms (sometimes for good reason, 
sometimes not). Some see any discussion of 
the historical decimation of Indian popula- 
tions as the ultimate in anti-patriotic treach- 
ery; others see even the mildest attempt to 
give some credit to Europeans in early 
American history for their astounding brav- 
ery, innovativeness, committment to their 
beliefs and perpetuation of the idea of free- 
dom as total ideological whitewash of reali- 
ty. Yours seemed the most balanced of the 
bunch we got; we think MicroProse’s new 
game, like your letter, does a great job of 


allowing for different points of view. Thanks 
for writing in! — Steve 


Call for help from Sweden 
Dear Strategy Plus staff and readers, 
I would like to add a few words to the 
ongoing debate in several computer 
magazines regarding computer soft- 
ware piracy and the general bias 
versus European and especially 
Scandinavian countries as 
being “bases” for the worst 
software pirates. I agree 
that software piracy is 
common in Europe, 
as itis in The 
States, but why 
it is not dealt 
with as 
harshly in 


° They all star in ACC ‘5 Software’s 
new CD thriller Under a Killing Moon! 





- | 
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4910 W. Amelia 


Reader Service No. 89 


Earhart Dr. . 


Scandinavia as in other countries has to do 
with the software publishers themselves! 
Software consumer support is almost non- 
existent if you’re Scandinavian and buy an 
American or English software title. My 
friends and I have been buying games for 
some ten years; we have dutifully filled out 
the registration forms, sent them in, antici- 
pating free info about upcoming products, 
new versions of our high-priced purchases, 
etc. and have gotten zilch! not a peep! 
Sweden is the country in the world with 
the fastest growing computer hardware/soft- 
ware market! When are software houses 
going to realise that we buy not only prod- 
uct, but a service as well? When the indus- 
try realises this and starts supporting instead 
of abandoning their products, then and only 
then will we see a decline in software piracy. 


Lars Andersson 
Umea, Sweden 


Dear Lars, 

First, great to see our mag has reached 
your shores! Hope it didn’t arrive in an ice 
cube! (juuust kidding, we know your sum- 
mers are as mosquito-ridden as ours...) 
Second, we suspect that your position is also 
currently held by people in Thailand, New 
Zealand, Guadalajara Mexico, Zimbabwe, 
Malaysia and Pakistan (I could go on but I 
won t). 

Thirdly, it’s not clear the result from 
sending in your registration which you and 
your friends are getting is much different 


from the result any English or American 


consumer is getting, at least with entertain- 
ment software, it looks right now like the 
companies simply don't have the resources 
necessary to provide the systematic and 
extensive support you're requesting. 

Your best bet, wherever you Larses 
are out there in the world, is to find 
some way onto Internet. Access to 
Internet is getting more and more 
widespread, and many publish- 
ers are now providing active 
support (in the form of 
patches, promotional 
materials for upcoming 
games, etc.) on 
Internet for anyone 
who can log on. 
Bye! 
Steve 


er ceca 


REBOUND 









‘WING COM- 
MANDER 3: Heart 
of the Tiger’ In this 
technologically as- 
tounding sequel, 
you're a squadron 
commander aboard 
the TCS Victory. 
You must end the 
Terran-Kilrathi con- 
flict. Features the 
ability to guide 
personal morale 
and seamless 
melding of film and 
computer tech- 
nologies. CD $54 





‘CYBERJUDAS’ 


. Deep within cyber- 
aes space, you control 
THE the most powerful 


FRCS LNT 


nation on Earth. 
You are armed with 
money, weapons 
and influence. You 
are the President 
and the Prey. Fea- 
tures state-of-the- 
art Artificial Intelli- 
gence (A/l) engine, 
stunning 3D graph- 
ics, and _ three 
modes of game 
play. CD $48 





‘THRUSTMASTER 
F-16 FLCS’ A ver- 
satile stick with vir- 
tually unlimited pro- 
grammability. It 
looks and feels like 
it was ripped out of 
the jet. The ultimate 
edge for any flight 
sims. Offers a grip 
modeled after the F- 
16 Fighting Falcon, 
four 8-way hat 
switches, and a dual 
stage trigger and 3 
strategically placed 
buttons. $112 





FREE 


SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when prod- 
uct becomes available. Han- 
dling $2 per shipment. 





Acoustic Resrch P570 


$219 


Advncd Grvs Ultrsd Mx $179 
Altec ACS 200 Speakrs $209 
Altec ACS 3Spkr Sys $169 
Altec ACS 300 Sp wSub$239 
Altec ACS 50 Speakers $79 
Audiophl Refr 10 Aspk $122 
Audiophl Refr 30 A Spk $189 
Audiophl SW 20 A Sub $139 


Auto Cockpit $159 
CH Game Card3 Auto $25 
CH Mach 3 Joystick $27 
CH Pro Pedals $85 
CH Pro Throttle $89 
CH Virtual Pilot Pro $75 
Cyberman $79 
Flight Cockpit $219 
Flight Stick Pro $57 


Flight Stk Pro X-Wng Bdl $72 


Gravis Analog Joystick 
Gravis Phoenix Joystick 


Jet Stick 
Joyswitch 


$29 
$98 
$24 
$39 


Labtec CS-150 Spkrs $14 
Labtec CS-550 Spkrs $24 
Labtec CS-800 Spkrs $32 
Labtec CS-1000 Spkrs $75 
Labtec CS-1400 Spkrs $99 
Logitech WingMan $29 
Logitech WngMnhn Extrme $49 
Maxx Cobra Flightstick $59 
MS Fit Sim 5 Grvs Jystk $49 
NEC 4XE Ext.CD Dr $533 
Notebook Gameport $42 
PC Virtual Golf Club $119 
Pro Audio Spectrm Plus $89 


JAN SPLUS 1 


Pro Audio Studio 16 


$119 
Reel Magic CD Upgrd $599 


Reel Magic Lite $289 
Reel Magic Vid Upgrd $349 
Sony SRS-PC20 Spkers $29 
Sony SRS-PC30 Spkers $58 
Sblstr Omni CD Dr (3X) $344 
SBIst 16 ASP wSCSI-2 $214 
SBlaster 16 MCD (ASP)$179 
Sound Blaster 16 Value $109 
Sound Blaster 32 AWE $263 
SBistr Discovry CD 16 $309 
SBlst Edutainmt CD 16 $519 
SBlist Gameblstr CD 16 $379 
SBlst Omni CD Dr (2X) $207 
Sound Blaster Value $58 
SGalaxy BX2 WSpeakrs $29 
SGalaxy NX2 wspeakers $49 
SGIxy NXPRO 16 Mmd $299 
SGlIxy NXPRO Mmd Kit $249 
Sound Man Wave $188 
Snd Scape 16 Bit Wvtb!l $185 
SoundMan 16 $99 
Teac Supr Quad CD Dr $342 
Thrustmast Driving Sys $111 
Thrust FCS Pro UPROM $14 
Thrust FLC Systm (F16)$112 
Thrustmst Flight System $59 
Thrustmst Game Card $25 
Thrustmst Rudder Systm $99 
Thrust WCS 2 UPROM $14 
Universal Cockpit $219 
Universal Neverlock $39 
VFX 1 Vrt Reality Hdgr $949 
Vivid 3D Plus Sound $75 
Vivid 3D Sound $58 


11th Hour CD $51 
Advnt Will Beamish CD $24 
Alone in the Dark 2 $34 
Alone inthe Dark2CD $41 
Altered Destiny $29 
Amazon $35 
Ameri Sweethearts CD $42 
Beneath a Steel Sky CD $41 


Bioforge CD $47 
Blackthorne $29 
Blake Stone Episode 1 $9 
Blood Society CD $34 
Bloodnet $39 
Bloodnet CD $41 
Blue Force: Next Kin CD $19 
Buccaneers CD $48 
Bureau 13 CD $39 


Cadillacs & Dinosrs CD $49 
Castle Wolfstn-Spr Dest $29 
Castle Wolfenstein CD $42 
Cast Wolftn 3D MD 2or3 $24 
Chaos Continuum CD $36 


City 2000 CD $29 
Companions of Xanth $32 
Conan CD $26 


Conqust Robin Hd EGA $29 
Conqust Robin Hd VGA $12 
Conquests of Camelot $15 


Conspiracy CD $30 
Corridor 7 CD $29 
Covert Action $6 


Creature Shock CD $39 
Critical Path WIN CD $48 
Cruise for a Corpse $12 
Curse of EnchantiaCD $23 
Cyberia CD $46 





‘THE GRANDEST 
FLEET’ Experi- 
ence the grueling 
Campaigns, the 
agony of defeat & 
the exhilaration of 
victory! Allocate 
natural resources 
to build missile 
sites, radar sta- 
tions, shipbuilding 
facilities and super- 
ships. It is up to you 
to destroy your 
nemesis. Modem 
play and random 
maps. $32 


Daedalus Encounter CD $46 
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‘DEATH GATE’ Locate the missing pieces of the World Seal! 
Travel to magical realms in this epic fantasy adventure! Offers 
3D-modeled animations and digitized audio. Based on the Death 
Gate novels by Margret Weis and Tracy Hickman. 





alo 





CD $34 





Guy Spy CD $29 
Hand of Fate $19 
Hand of Fate CD (LEGK) $39 
Harvester CD $44 
Heart of China EGA $34 
Heaven and Earth $32 
Heimdall $17 
Hell Cab CD $42 
Hired Guns $36 
Hook $32 
Horde CD $45 
| Have No Mouth $44 
In Extremus $42 
Inca DOS or CD $19 
Inca 2 DOS or CD $19 
Inca 3 CD $39 


Indy Jones Ft Atlantis CD$42 
Inherit Earth DOS or CD $32 
Innocent Until Caught $34 


lron Helix CD $56 
Isle of the Dead CD $18 
Jagged Alliance $46 
Jonny Quest $26 


Dark Forces CD $46 
Dark Seed CD $39 
Darkseed 2 $42 
Day of the TentacleCD $42 
Death Gate CD $34 
Digital Drleamware CD $24 
Dinonauts CD $29 
Dinonauts WIN $24 
Don’t Go Alone $6 
Doom 2: Hell EarthCD $44 
Doom Episode 1 $9 
Dracula $32 
Dragon’s Lair 2 Tm Warp $34 
Dragonsphere CD $24 
Dreamweb $34 
Dune CD $29 
Earth Invasion WIN $19 
Electric Jigsaw $12 
Elf $24 
EricThe Unready CD $19 
Evolution $29 
Evolution CD $29 
Flashback $19 
Fortress of Dr. Radiaki $34 
Fourplay WIN $19 
Fred P. Frontr Pharm CD $39 
Free DC $9 
Freelancer 2120 CD $41 
Full Throttle CD $42 
G-force $19 
Gabriel Knight CD $45 
Gamma Force $6 


Gateway 2:Homeworld $24 
Gateway Collct 1&2 CD $36 
Gobliiins 1,2 or3 CD ea $19 
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Jurassic Park 


$29 


King’s Quest 6 Upgd CD $24 


King’s Quest 6 VGA 


$45 


King’s Quest 7 CD WIN $49 
King’s Rnsm DOS or CD $33 
Kronolog : Nazi Paradox $22 


Labyrinth of Time CD 


Lands of Lore 2 


$47 
$42 


Laura Bow 2 DOS or CD $24 


Leather Goddesses 2 


$19 


Legend of KyrandiaCD $32 
Legend of Kyrndia 3 CD $39 
Leisure Suit Larry6 CD $44 


Leisure Suit Lrry Anth CD$47 
Loadstar CD $49 
Lost Eden CD $39 
Lost Files Sherlock Hlms $26 
Lost in Time DOS or CD $19 


Lunicus CD $42 
Maelstrom CD $18 
Magic Death CD $24 
Man Enough CD $34 
Manhole $19 


Martian Memorandum $24 
Mission Critical CD $34 
Mixd Up Faery Tale EGA $14 
Mixd Up Faery Tale VGA $29 
Mixed-Up Mother Goose $29 


Morph Man CD $29 
Myst CD $49 
Nerves Steel DOS or CD $22 
Night Trap CD $48 
No World Order CD $24 
Noctropolis CD $47 
Nomad $35 
Nomad CD $36 
Operatn Body Count CD $29 
Out of this World $19 


Out of this World2CD $45 
Pepper's Ad in Time VGA$29 
Phantasmagoria CD $49 
Police Quest 3 VGA $24 
Police Quest 4: CD $39 
Prince of Persia 2 $42 
Psychotron CD $36 
Psychotron MPEGCD_ $38 
Quantum Gate WINCD $45 
Quarantine $35 
Quarantine CD $39 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 
additional shipping charges. 

Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. COD 
$8. Defectives replaced with same product. Most items shipped same day. Shipping times may 


vary. Price/availability may change. All sales final. Call for details. 





‘CH PRO RUDDER PEDALS’ has dual operating modes 
with realistic forward and back pedal motion for flying. Also 
has independent throttle and brake control for realistic driv- 
ing games. Features an anti-skid base. $85 


hs ORCS & HUMANS 





‘WARCRAFT’ En- 
ter the world of 
WarCraft, a mysti- 
cal land where evil 
orcs and noble hu- 
mans battle for sur- 
vival. Destroy the 
orcish hordes or 
crush the weakling 
humans...the 
choice is yours. 
With an ingenious ar- 
senal of weaponry 
and powerful magic, 
these two forces 
collide in the ultimate 
contest. CD $39 



























































‘RISE OF THE 
TRIAD: DARK 
WAR’ Every sec- 
ond is precious. 
The world is 
doomed... unless 
you can change its 
fate. You're a com- 
mando who usually 
eats terrorists for 
lunch. But this bunch 
ain't going down 
easy! Offers 30 lev- 
els, eye-poppin' 
graphics and head- 
to-head modem 
matches. CD $46 























‘NOCTROPOLIS’ 
On the outskirts of 
Noctropolis, Dark- 
sheer, the greatest 
superhero of his 
day, fights his last 
battle. A horrifying 
new evil is poised 
to invade the city 
upon Darksheer's 
retirement. Offers 
more than a full 
hour of video, an 
interactive movie 
style, and digi- 
tized video char- 
acters. CD $47 


GHTE R&R! 








‘FIGHTER WING’ 
is a new breed of 
flight combat simu- 
lation game, offer- 
ing an ultra-realistic 
flight combat expe- 
rience with the 
world's top fighter 
aircraft without the 
steep learning 
Curve usually re- 
quired. Offers supe- 
rior graphic detail, 
multiple player ca- 
pability over a LAN 
and video footage 
from FirePower. $39 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from Dec 1st through Jan 30th or while supplies last. Request 


must be made at time of order. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Revenge 
5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, Tinies 3.5/ 
5.25, Microleague Baseball Managers Challenge 5.25, 
Microleague Football 2 3.5, Time Out Sports Baseball 3.5, 
MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 5.25, 
Dragon Force 5.25, Command HQ 3.5, F 15 Strike Eagle 2 
3.5, Red Storm Rising 3.5, Battles of Destiny 3.5, Heirs to the 


Throne 3.5, Warlords 5.25 





Quest for Glory 3 $24 Surf Ninjas $5 500 CC Race Bike $29 Pinball Dreams Dt Disk $18 ADD Collectors Edition 3 $19 Ishar 3 CD $33 
Quest for Glory 4 CD $44 System Shock $47 Alien Breed $19 Pinball Fantasies $29 Absolute Zero CD $41 Kingdoms Far Rchs CD $40 
Relentless: Twinsen’s Ad $47 System Shock CD $47 Aliens Ate My Babysitter $27 Prehistorik $16 Al-Qadim CD $39 Knights of Xentar PG 13 $44 
Relentiss: Twnsn Ad CD $47 Terminator 2029 $24 Animation Classics 2 $42 Raiden $29 Alien Legacy $36 Knight of Xentr NR 18 Up $5 
Return of the Phantom $34 Terminator 2029 Op Scr $19 Breakthru WIN $35 Raiden CD $36 Alien Legacy CD $39 Lands of Lore CD $41 
Return Zork DOS or CD $44 Terminator Rampage $42 Cannon Fodder $22 Rebel Assault CD $44 Amberstar $12 Legacy: Realm Of Terror $39 
Return to Zork AnthCD $12 Terminator Rampage CD $45 Cannon Fodder CD $22 Rise of the Robots $45 Arborea Journey Inr Snct$34 Lord of the Rings V1 or 2$15 
Return to Zrk wAnth CD $44 _ Terror of the Deep $35 Capitol Punishment $36 Rise of the Robots CD $48 Arena: Elder Scrolls $39 Lord of Rings 1 or2 CD $38 
Riftwar Legacy VGA $23 Terrorofthe Deep CD $36 Capitol Punishment CD $39 Silverball $29 Bard’s Tale Construction $12 Lord of the Rings V 1&2 $19 
Ringworld $19 The Dig $40 Corpse Killer CD $48 Silverball 2 $19 Captain Blood $9 Lords of Midnight CD $48 
Ringworld CD $19 The Journeyman Prj CD $32 Crime Patrol CD $35 Sink or Swim $19 Champions of Krynn $12 Loremaster $9 
Robocop 3 $32 The Journymn Sp Ed CD $47 Dragon's Lair CD $34 Sink or Swim CD $19 Character Editors Magic Candle 3 $9 
Robot City CD $48 The Prophecy $19 Dragons Lair 2 CD $39 Slam City CD $48 (Specify Game) Each $16 Matrix Cubed $9 
SDI $6 Touche $39 Dragon’s Lr 2 MPEG CD $42 Sleepwalker $21 Cobra Mission $29 Megatraveller:Zhodani $6 
Sam & Max Hit the Road $19 Tuneland CD $48 Eight Ball Deluxe $31 Soccer Kid $23 Curse of Azure Bonds $15 Megatraveller 2 $12 
Sam & Max Hit Road CD $42 Ultimate Domain $39 Glider 4.0 $29 Soccer Kid CD $25 Cyber Space CD $38 Menzoberranzan $47 
Screen Antics WIN $19 Ultimate Domain CD $36 Gobliiins 3 $19 Space Ace CD $39 CyberJudas CD $48 Menzoberranzan CD $47 
Secret Monky Island CD $21 Under a Killing Moon CD $54 Guy Spy $19 Space Ace MPEGCD $42 CyclonesDOSorCD $44 Might & Magic 4 $19 
Secret Monkey Island 2 $21 Voyeur CD $46 Incredible Machn 2 WIN $29 Space Pirates CD $35 Daemonsgate $27 Might & Magic 5 $19 
Shadow Caster $18 Walker $32 Incredible Toons $29 Street Fighter 2 $34 Dark Sun CD $49 Pirates Gold $25 
Shadow of CometCD $29 Warriors of Legend $18 Ishar 3 $33 Street Fighter 2 Cplt CD $22 Dark Sun 2: Wk Ravngr $47 Pool of Radiance $15 
Simon the Sorcerer $18 Where in Spc Carmn DIx $39 Jump Raven CD $42 Street Fighter Cmp. CD $22 Daughter of Serpents $9 Protostar $19 
Skull Cracker CD $41 Where in Time Carmen $29 Jurassic Park CD $25 T2:Arcade Game $23 Demon Hunter $42 Ravenloft CD $49 
Space Quest 4 CD $12 Where in USA Crmn Dix $45 Lode Runner WIN $38 Take-A-Brk Pinball WIN $19 Disciples of Steel $34 Ravenloft: Strahd’s Posn $48 
Space Quest 5 VGA $15 Where in USA is Carmen$29 Lode Runner WINCD = $39 Teenage MN Trtis Arcad $12 Dragon Lore CD $34 Realms of Arkania $25 
Space Ship Brainlock CD$49 Where in World Carmen $29 Mad Dog McCreeCD $35 Tetris $15 Dragons of Flame $9 Red Crystal $21 
Spawn $42 Where in Wrid Crmn Dix $44 Mad Dog McCree2CD $35 Tetris Gold CD $32 Dungeon Master 2 $37 Return to Ringworld CD $44 
Spelicasting 101 $16 Where inWrldDIxCD $54 Magnaflux Runner $29 The Tinies $12 Elvira 2 Jaws Cerberus $16 Riftwar Legacy CD $23 
Star Reach $36 Who Killed Sam Rprt CD $24 Mega Man X $23 Titan $16 Eye of the Beholder3 $19 Rings of Medusa $9 
Star Trek 25 Anivrsry CD $51 Wing Comm Ultima 6 CD$29 Metal & Lace NR13 $27 Tubular Worlds $36 Fire King $24 Rings of Medusa Gold $18 
Star Trek 25th Annivrsry $26 Wolf: Hunt or Be Hunted $39 Metal & Lace NR18 Up $5 Vaxine $12 Flames of Freedm MWII $19 Rings Medusa Gold CD $23 
Star Trek Judgmt Rts CD $42 Wolf: Hnt or Be Hntd CD $39 Microcosm CD $42 Welltris $15 Gateway Savage Frontr $32 Robinson’s Requiem CD $33 
Star Trk NG Clict Ed CD $79  WrathofGodsCDWIN $44 Microsoft Arcade WIN $29 Who Shot John Rock CD $34 Hell CD $45 Rome: Pathway to Pwr $29 
Star Trk: Judgment Rites $33 Yserbius $26 Mirage Thunder $39 Wild Streets $16 Hero’s Mght & Magic CD $39 Secret Silver Blades $15 
Star Trk: Str Fit Acad CD $48 =Zombie Dino CD $40 Mortal Kombat $24 Wrath of the Demon $21 Hexx: Heresy of Wizard $29 Sentinel Worlds 1 $9 
Stellar 7 CD $12 Zorro $39 Oxyd Magnum $36 Xiphos $6 Hunters of Ralk CD $54 Shadow Caster CD $44 









STRATEGY 
PLUSYS 


‘FIFTH FLEET’ It's 
1999, and the Rus- 
sian Bear is back! 
It's modern naval 
warfare, putting you 
in command of a 
carrier battlegroup 
in the Persian and 
Indian Oceans. 
Your battlegroup can 
include Nimitz air- 
craft carriers with a 
full complement of 
Tomcat, S-3B Viking, 
and Hornet aircraft, 
as well as other sup- 
portvessels. $38 


Recieve an issue of Strategy Plus maga- 
zine FREE with every IBM software order. 
Offer subject to change or cancellation with- 
out notice. Valid from December 1st to Janu- 





Shadow Sorcerer $9 
Sherlock Holmes 2 CD $29 
Sherlock Holmes 3 CD $39 
Skyrealms of Jorune $39 
Skyrealms of Jorune CD $39 
SpellJammer:Pirates Spc$16 
Star Trail:Rlms Arkania 2 $41 
Star Trail Scenario Disk $21 
Star Trek Dp Space 9 CD$41 
Startrek Next Genrtn CD $55 


Stonekeep CD $46 
Stronghold $36 
Summoning $16 
Suprhero Lg. of Hobokn $34 
Sword of China $42 
Syndicate $37 


Syndicate Plus CD $40 
Tales Magic:Prphc Shdw_ $9 
Terran Envoy $9 
Treasures Savag Frontier $9 
Ultima 6 False Prophet $19 
Ultima 7 Series Cplt CD $29 
Ultima 8 CD w/spch pk $33 
Ultima 8: Lost Vale $21 
Ultima 8: Pagan $27 
Ultima 8: Speech Pack $17 
Ultima Uworld 1&2CD $29 
Ultima Uwrld 2 Labyrinth $48 
Ultima Uwrld Stygn Abys $21 


Unlimited Adventures $19 
War of the Lance $9 
Waxworks $14 
Witch World $42 
Wizardry 6 Cosmic Frg $22 


Wizardry 7 Crusaders $19 
World of Xeen CD $40 


ary 30th or while supplies last. 


Alphabet Blocks CD WIN $5 
Audobns Mmd Mmls CD $26 
Begin Reading CD WIN $5 


Daily Number Busters $30 
Dyno-Quest $9 
Early Math CD WIN $5 


EcoQust Srch for Cetus $29 
Fatty Bear's Bday Srprs $32 
Honorb! Gde to Math CD $24 
Island Of Dr. Brain VGA $29 
Island of Dr Quandry $26 
Kid Writer $29 
Kid’s Typing CD WIN $5 
Last Chance to See CD $29 
Linkword-Spanish $19 
Mario is Missing $44 
Mitmdia: Vivaldi WIN CD $24 
Orbits: Voyage Solar Sys $24 
Oregon Trail WIND CD $39 
Print Shop Deluxe $49 
Print Shop DIx Bus Grph $26 
Prof Zny’s Giveawys CD $29 
Putt P. Goes to Moon CD$44 
Putt P. Joins Parade CD $32 
Putt Putts Fun Pak $19 
Quarky Quys’s Trb Sci $29 
Scooter’s Magic Castle $32 
Secret Island Dr. Qundry $29 
Slater & Charlie CD $12 
Software Twrks Refr CD $79 
Spelling Blizzard CD WIN $5 
Spelling Jungle CD WIN $5 
Stickybear Reading $24 
Super Solvers Spellbnd $29 
SS: Gizmos & Gadgets $26 
Wild Blue Yondr Ep 1 CD $38 
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‘UNDER A KILL- 
ING MOON’ Trans- 
ports you to the 
virtual world of the 
feisty detective 
Tex Murphy. New 
feature allows you 
to save and splice 
scenes together. 
Digitized voices & 
sound effects and 
an amazing level 
of detail & freedom 
of movement 
make this game vi- 
sually & aurally 
stunning. CD $54 





‘BUREAU 13’ There's a plot to undermine the government 
through paranormal manipulation of men. You must prevent it 
from happening. Offers a world of obstacles where your ability to 


interpret situations will determine your success. 


11th Hour Official Strat $16 
A-Train $16 
Aces Over Europe Strat $16 
Across the Rhine Strat $16 
Advent Willie Beamish $10 
Aegis: Guardian of Fleet $16 
Aircombat Pacific Strat $16 


Al Qadim $12 
Alone in the Dark2 $10 
Arena $12 
Atari Jaguar Off. Secrets $14 
Bioforge $12 


Blue Force: Next of Kin $12 
Castle Wolfstn Spr Dest $14 


Castle of Dr Brain $10 
Champions of Krynn $12 
Civilization $16 


Colonel's Bequest $10 
Colonization: Official Strt $16 
Computer Adv Gm Scrts $16 
Conquests Robin Hood $10 
Conquests of Camelot $10 
Curse of Azure Bonds $12 


Cyclones $12 
Dark Queen of Krynn $12 
Dark Sun $12 
Dark Sun 2 $12 


Day of the Tentacle $12 
Doom 2 Official Strategy $16 
Doom Battlebook $14 
Dracula Unleashed Strat $16 
Dungeon Master $12 
Dynamix Great War Pins $16 
EcoQuest Search Cetus $10 
Eye of the Beholder $12 
Eye ofthe Beholder2 $12 


CD $39 





Eye of the Beholder3 $12 
Fleet Defender Off. Strat $16 


Flights of 13 Mike $16 
Fred Pharks Fron Pharm $10 
Gabriel Knight $10 
Gateway Savge Frontier $12 
Global Conqust Bk w/dsk$21 


Gobliiins $10 
Gold Rush $10 
Gunship 2000 $16 
Hand of Fate $12 


Harpoon 2 Strategy Gde $19 
Heart of China $10 
Inca 2 $10 
Indi Jones 4 Fate Atlantis$12 
Indy Jones Grfx Adv $12 


Inherit the Earth $12 
Jagged Alliance $16 
Jetfighter 2.0 $16 
King’s Quest 4 $10 
King’s Quest 5 $10 
King’s Quest 6 $10 
Laura Bow 2 HintBook $10 
Leisure Suit Larry 1 $10 
Leisure Suit Larry 2 $10 
Leisure Suit Larry 3 $10 


Leisure Suit Larry 5 $10 
Leisure Suit Larry 6 $10 
Lemmings /disk $18 
Loom $12 
Lord of the Rings V1 $14 
Lord of the Rings V2 $12 
Lost Files Sherlock Hlms $14 
LucasArts Adventure Bk $16 
LucasArts Air Cmbt Strat $16 
Manhunter San Francsc $10 





‘CH FLIGHT 
STICK PRO’ is the 
ultimate battle stick 
for computer pilots. 
Features allow you 
to activate radar, 
arm and disarm 
weapons without re- 
moving your hand 
from the stick. The 
trigger and 3 fire 
buttons give you full 
range of combat. 
SPECIAL OFFER!! 
WHEN BUNDLED 
WITH X-WING 
ONLY $72 





MAJOR IN PHYSICAL EDUCATION 


Your Mission: 
iniFltrate the tinthest seronit 
i on cuntiue, bol don't pet taught! 
Eigield 





‘SORORITY 
HOUSE’ Without a 
doubt this is the most 
entertaining game on 
CD. If you success- 
fully collect all the 
items for your frater- 
nity pledge require- 
ments, you'll get an 
unforgettable physi- 
cal education. But 
there are three 
people working 
against you: the 
housemother, the 
rent-a-cop, and the 
pool boy. CD $49 





Master of Orion Off. Strat$16 
Matrix Cubed $12 
Menzoberranzan $12 
MS Space Sim Off. Str $16 
Might & Magic 1 & 2 $12 


Might & Magic 3 $16 
Might & Magic 4 $16 
Might & Magic 5 $16 


Might & Magic Cmpndm $16 
Off Bk Leisr St Larry 2nd $14 
Off Gd Kng Qust 3rd Ed $16 
Off Bk of Ultima, 2nd Ed $16 
Off Gde Wilco’s Spe Adv $14 
Outpost Strategy Guide $16 
Pacific Strike Playtstr Gd $14 


Police Quest 1 $10 
Police Quest 3 $10 
Pool of Radiance $12 
Pools of Darkness $12 


Populous 1 & 2 Off Strat $16 
Power Monger Strategy $16 


Powermonger $10 
Privateer Playtestr’s Gde $14 
Protostar $12 
Quest For Clues 2 $21 
Quest For Clues 3 $21 
Quest for Clues 4 $21 
Quest for Clues 5 $16 
Quest for Clues 6 $16 
Quest for Glory 3 $10 
Quest for Glory 4 $10 
Quest for Glory Strategy $19 
Questbusters $18 
Questbusters 2 $18 
Ravenloft $12 
Realms of Arkania $16 


Rebel Assit Insiders Gde $16 
Return to Zork $10 
Return to Zork Adv Gde $16 


Rise of the Dragon $10 
Rise of Dragn SEGA CD $12 
Sam and Max $12 
Sea Wolf Strategy Guide $16 
Secret Monkey Island $12 
Secret Monkey Island2 $12 
Secret Silver Blades $12 
Shadow Caster $14 
Shadow of Comet Strat $16 
Sherlock Holmes Strat $16 
Sim City 2000 Strategy $16 
Sim Earth $16 
Sim Farm Gde: Almanac $16 
Simlife Official Strategy $16 
Simon the Sorcerer Hint $12 
Sky Realms of Jorune $12 
Sonic Strategy Guide $16 
Space Quest 2 $10 
Space Quest 3 $10 
Space Quest 4 $10 
Star Trail $16 
Star Trek 25th Aniv $12 
Star Trek Judgemt Rites $12 
Strike Commd Off Book $16, 


Stunt Island $16 
Subwar Official Strategy $16 
Summoning $12 
System Shock $12 


Tie Fighter Strategy Gde $16 
Treasures Savg Frontier $12 


Tunnels & Trolls $12 
Ultima 6 $10 
Ultima 7 $12 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 


additional shipping charges. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. COD 
$8. Defectives replaced with same product. Most items shipped same day. Shipping times may 
vary. Price/availability may change. All sales final. Call for details. 
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‘FLIGHT COM- 
MANDER 2’ You 
are in command of 
the strike force 
hunting scud sites 
during operation 
Desert Storm, or 
leading a wild wea- 
sel flight into North 
Vietnam. A sce- 
nario generator lets 
you dictate oppo- 
nents, level of diffi- 
culty, and time peri- 
ods from the Ko- 
rean War to the 
present. $39 


‘INTERACTIVE 
ENTERTAINMENT 
CD MAG’ is a 
monthly CD ROM 
publication cover- 
ing the computer 
gaming industry. 
Every episode fea- 
tures hundreds of 
screen shots and 
hours of digitized 
speech describing 
the hottest current 


and upcoming releases. Features interactive video interviews 
with industry celebrities. Get definitive reviews of the latest 
releases, along with previews of upcoming games and hints 
and tips for all the hottest games, every month in IE. CD $10 





Ultima 7 Pentology $12 
Ultima Avatar Advntrs Bk $16 
Ultima U Stygian Abyss $12 
Ultima UW 2 Wrid of Lab $12 
Under Killing Mn Off Str $16 
V Victory $16 
Wing Armada Plytst Gde $12 
Wings of Glry Plytst Gde $12 
Wizardry 6 Cosmic Frg $12 


Wizardry 7 $16 
X-Wing Official Strat Gde$16 
Yserbius $12 


7th Guest Dune Bnd! CD $36 

Access Super Bundle $34 
Amazon and Martian 
Memorandom 

Air Combat Classics $22 
Their Finest Hour 
Battle Hawks 
Secret Weap of Luftwaff 

All Star Sports Collet CD $23 


Allied Forces $9 
M1 Tank Platoon, Gunship 
Award Bundle $44 


Kings Quest 5, Red Baron, 
Rise of the Dragon 
Award Winning Wargms $39 
Award Win Wargms CD $39 
Dynamix Bundle 1 $24 
A-10 Tank Killer 1.5 
Heart of China 
Steller 7 


EA Top Ten Pack CD $32 
Eye of Beholder Collect $49 
Eye of Beholder Tril CD $51 
Falcon 3.0 wThrust FCS $99 
Five Foot Ten Pack CD $29 
Gateway Collection 1&2 $36 
Intrplay’s 10 Yr Anth CD $44 
Mindshadow, Tass Time, 
Bard's Tale, Wasteland, 
Dragon Wars, Battle Chss, 
Lord of the Rings, Castles, 
Star Trek 25th Anniversry, 


Out of this World 
King’s Quest Anthol CD $54 
Land Sea Air 2 $24 
Command HQ 


Red Storm Rising 
F15 Strike Eagle 

Lemming’s 1 & 2 CD $28 

Lost Treasrs Infocom CD $34 
Infidel, Lurking Horror, 
Deadline, Witness, 
Suspect, Ballyhoo, 
HitchHiker's Guide/Galaxy, 
Suspended, StarCross, 
MoonMist, PlanetFall, 
StationFall, Enchanter, 
Sorcerer, SpellBreaker, 
Zork 1-3, Beyond Zork, 
Zork Zero 

Lost Treasrs Infem 2 CD $25 
Border Zone, Plundered 
Hearts, Bureaucracy, 
Cutthroats, A Mind For 
Voyaging, Hollywood Hi 
Jinx, Seastalker, Sherlock 
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Holmes: Riddle of Crown 
Jewels, Wishbringer, Nord 
and Bert , Trinity 
Lucas Classic Adventrs $36 
Indiana Jones, Secret 
Monkey Island 1, Maniac 
Mansion 
Maximum Overkill W Dk $44 
Megafortress Mega-Pak $38 
Megafortress & MD 1 
Megafortress 3-D Editor 
Merit CD Megapack CD $18 
Perfect General Trilogy $34 
Perfect General 
Greatest Battles of 20th C 
WW2 Battles 
Power Hits: Battletech $22 
Battletech 1, Battletech 2, 
Mech Warrior 
Power Hits: Battltch CD $19 
SSI’s Fantasy Fest CD $39 
Space Quest Antho!l CD $48 
Space Quest Bundle 1-4 $42 
Spellcasting Bundle $29 
Strike Cmm Privtr Bdl CD$43 
Task Fre 1942 wRSR CD$35 


The Victory Pack $39 
Top 50 Games DOS CD $26 
Turning Point $29 


Gettysburg, Spanish 
Armada, Waterloo 
Ultima Bundle 1-6 CD $29 
Ultima Trilogy 2 $48 
Ulrima 4-6 
Wing Comm 1&2 Dix CD $32 
Wizardry Trilogy or 2 $33 
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“HARPOON 
CLASSIC’ The first 
serious, unclassi- 
fied computer simu- 
lation of how best to 
conduct a major 
campaign at sea 
under modern war- 
fare. Offers all the 
excitement and ten- 
sion of a simulated 
battle based on fact. 
Includes over 200 
scenarios and ev- 
ery add-on product 
ever produced for 


LS) the original. CD $28 


‘HEROES OF 
MIGHT & MAGIC’ 
is the newest in 
fantasy wargam- 
ing. You must con- 
quer the world 
through the strate- 
gic use of resource 
management and 
battle savvy. Fea- 
tures up to three 
customizable com- 
puter controlled 
warlords, stunning 
super VGA graph- 
ics, and dynamic 
sound. CD $39 


AT P 2.0 (blue) $29 
A320 Airbus $29 
AH-64 B Longbow $54 


Aces of the Deep CD $47 
Aces of the PacificCD $38 
Aces over Europe CD $38 
Across the Rhine CD $47 
Air Cbt Pacific 1942 CD $48 
Air Cbt Pac. 1942 Sc 1 $32 
Air Cbt Srs: Nvy Ftrs CD $47 
Air Warrior SVGA CD $35 
Air Warrior 2 DOS or CD $34 


Armored Fist CD $47 
Armour Geddon $32 
Army Air Corps:1942 $48 
Art of the Kill $24 
Assignment Miami $9 
B17 Fly FortwSS2CD $37 
Battle Command $6 
Battle of Britain 2 WIN $34 
Battlecruiser 3000 $43 
Blue Max Aces Great War $9 
Chopper Pack CD $38 
Chopper Strike CD $52 
Combat Classics 2 $19 
Conqueror Multi Tank $6 
Cyber Race CD $32 
Cyclemania CD $34 
D-Day: Oprtn Ovrird CD $39 
Dawn Patrol $41 
Delta V $39 
Descent $31 
Dream Web CD $34 
Elite Plus $19 
European RacersCD $29 
Evasive Action $34 








‘DARK FORCES’ 
You must capture 
the Death Star 
plans and infiltrate 
the Empire's secret 
facility where a new 
army of mecha- 
nized, super storm- 
troopers must be 
stopped. Features 
richly detailed 3D 
environments, first 
person perspective, 
compelling new 
Star Wars plot and 
more than a dozen 
worlds. CD $46 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from Dec 1st through Jan 30th or while supplies last. Request 


must be made at time of order. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Revenge 
5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, Tinies 3.5/ 
5.25, Microleague Baseball Managers Challenge 5.25, 
Microleague Football 2 3.5, Time Out Sports Baseball 3.5, 
MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 5.25, 
Dragon Force 5.25, Command HQ 3.5, F 15 Strike Eagle 2 
3.5, Red Storm Rising 3.5, Battles of Destiny 3.5, Heirs to the 
Throne 3.5, Warlords 5.25 


Evolver 


F117A Stealth Fighter 


F15 Strike Eagle III 


F40 Pursuit Simulator 


Falcon 3.0 


$38 
$23 
$34 
$16 
$36 


Falcon 3 S3 FA 18 Hornt $32 
Falcon 3 S1 Fight Tiger $24 


Falcon 3 S2 MiG 29 
Falcon AT 

Falcon Gold CD 
Fast Attack CD 
Fighter Duel Pro 2 


$32 
$16 
$50 
$48 
$33 


Fighter Wing DOS or CD $39 
Fleet Defndr F14 Tomcat $42 
Fleet Defender Plus CD $48 


Fleet Defender Scen 1 


$32 


Flight Light DOS or CD $19 


Flight Sim ToolKit 


$58 


Flight Sim T-kit WW2 CD $19 
Flight Sim Toolkit Scen 2 $19 


Flight Unlimited CD 


Fly the Grand Canyon 


Flying Circus 


Formation Attack CD 


Formula 1 
Frontier Elite 2 


Grand Canyon Scenery 


Grand Prix 500 2 


Great Naval Battls 2 CD 


Gunship 2000 VGA 
H.A.W.C. CD 


Harrier Assit SVGA CD 


Heroes of the 357th 
Indy Car Racing 


$48 
$29 
$39 
$48 
$24 
$36 
$16 
$14 
$39 
$23 
$35 
$44 
$12 
$37 


Indy Car Race Add. 1or2 $22 


Inferno DOS or CD 


$44 


lronAngelDOS orCD $39 


Jet Fighter 3 CD $48 
Jet Pack CD $39 
Jump Jet $39 
Kawasaki Super Bikes $24 
Killing Cloud $6 
Lawn MowerManCD - $35 
Life and Death 2 $24 
Lightspeed $9 
Lode Runner CD $38 
Lunar Command $19 
M1 Tank Platoon 2 $44 
M4: Sherman Tank WIN $34 
Magic Carpet CD $44 


Mantis Experimt Ftr VGA $29 
Maximum Ovrkill Bdl CD $42 
Maximum Overkill MD 2 $32 
Mech Commander or CD $42 
Mech Fre: Iron Asslt CD $39 
Mechwrrior 2 DOS or CD $46 
Mechwarrior 2 Add-on $18 


MegaFortress $12 
Megafortress Miss Disk $26 
Megarace CD $39 


Metal Tech: Battledrome $34 
Metaltech: Earth Siege $44 
Metaltch 2: Speech Pack $20 
Microsoft Flight Sim 5.0 $44 
MS Flight Sim 5 Euro1 $26 
MS Fit Sim 5 Euro 1 CD $26 
MS Flight Sim 5 Ls Vegs $33 
MS Fit Sim 5 Ls Vegs CD$33 
MS Flight Sim 5 Paris $29 
MS Fit Sim 5 Portind CD $33 
MS Flight Sim 5 DC $29 
MS Fight Sm Fit Shp CD $44 








‘OPERATION 
BODY COUNT’ 
Mass chaos erupts 
when militant ter- 
rorists take over the 
United Nations 
Towers. You are a 
member of the 
nation's Elite Force. 
Waste all enemies 
on your mission to 
save the hostages. 
Offers modem and 
network play, 40 
floors of intense 
battles and multiple 
weapons. CD $29 





‘STAR TREK: 
NEXT GENERA- 
TION’ The crew is 
all here and sud- 
denly you're there 
too. You are part of 
an original interac- 
tive mystery that will 
take you from Fed- 
eration space to 
shields-up confronta- 
tions. Offers voice- 
overs by the stars, 
control any of the 
seven main charac- 
ters and command of 
theship. CD$55 


‘LEGEND OF 
KYRANDIA. 3: 
MALCOLM'S 


‘QUARANTINE’ 
You are Drake 
Edgewater, a 21st 
Century cab driver 
desperate to es- 
cape from the 
Quarantined City of 
KEMO. You drive an 
armed '52 Checker 
"hover-cab". Fea- 
tures fast 3D graph- 
ics and gigantic 
play environment. 
Offers the best of a 
first person shooter, 
Car race and demo- 
lition derby. CD $39 


Ayrandia jy “cots 
BOOK 3, Malcolors Revenge mama latest installment in 

nat the classic Fables 
and Fiends Series, 
we'll find out if 
Malcolm gets his 
long deserved re- 
venge on Kallak 
and Brandon. Of- 
: fers outstanding 3D 
background scenes 
& animations and a 
new symphonic 


score. CD $39 


FREE 


INTERACTIVE 
ENTERTAINMENT! 


SIEGE INCLUDED! 


VIEW Pe 
Port a 





Request your FREE Interactive Entertain- 
ment Episode 7 with any in stock CD ROM 
software order. Offer subject to change or 
cancellation without notice. Request must be 
made at time of order. Valid from Dec. 15th to 
Jan. 31stor while supplies last. Quantities limited. 


‘SAILING SIMULATOR 3’ The ultimate sailing simulator! Fea- 
tures 4 boats: 14' Catboat, 19' Catamaran, 31' Sloop, and 44' 
Ketch. Offers 7 Sails, 6 Crew Places, and 9 Skill Levels. This 
simulator has real wind, waves, weather and scenery along. $52 





a 














MS Space Simulator 1.0 $44 Star Crusader CD $39 American Coll Fball’94 $38 NBA Jam $44 18th Air Squadron $36 Empire Dlx Mst Editn CD $22 
Mig 29 Fulcrum $29 Star Crusader MD/Spch $19 Barkley: Shut Up & Jam $42 NFL Chall Premium Ed $59 A Train W Construct Set $36 Empire Dix Scen 1 $21 
Mig 29 Gold CD $49 = Starlord $39  BaseballforWindows $46 NFL Coaches Club $34 Advanced Civilization $34 Empire Deluxe WIN $19 
Nascar Racing $39 Strike Commander $26 Blood Bowl DOS or CD $34 NFL Coachs Clb Ex Dsk $19 — Airbucks 1.2 $26 Evn More Incrd Mch WIN$28 
Nascar Racing CD $47 Strike Commd Sp Ops 1 $22 Brett Hull Hockey $42 NFL Coachs Club FB2 $44 = Archon Ultra $32 Fantasy Empires $39 
Navy Strike DOS roCD $40 Strike Commd Spch Pak $19 Empire Soccer ’94 $29 NHL Hockey $43 Arctic Baron DOS ro CD $29 Fantasy Fiefdom CD $48 
New Facilities Locator $9 Sub Battle Simulator 2 $39 FIFA International Soccer$36 NHL Hockey ’95 CD $40 Battle Bugs $37 Fort Apache $19 
Operation Combat $12 Sub War 2050 Plus CD $40 Front Page Football Pro $29 PGA Tour Golf 486 CD $47 Battle Isle 2 CD $45 Frantic Factory WIN $24 
PT Boat Simulator $16 Subwar Scenario Disk $32 FrontPage FB Pro’95 $44 PGA Tour Golf Course 1 $17 Battle Isle 2200 CD $34 Front Lines $39 
Pacific Strike $44 Syndicate S1 Amer Rvit $20 Front Page Sports Bsball $44 PGA Tour Golf Ltd Ed $19 Battle of Chickamagua $38 Genghis Khan 2 $34 
Pacific Strike Speech Pk $17 TFX: Tactical Ftr Exper $35 Front Pg Sprts BB Ex Dk $29 PGA Tour Golf WIN $26 Battles of Destiny $19 Gettysburg: Turning Pnt $15 
Pheonix Fighter CD $48 Task Force Admirals Pk $39 Front Pg Sprt FB Pro Up $29 Planet Soccer $29 Black Beard $35 Global Domination $34 
Power Boat Simulator 3 $42 Test Drive 3: Passion $19 Hardball 3 Collection $39 Pro Tennis Cup $38 Breach 3 $34 Gold of the Americas $24 
Power Politics WIN $12 Test Drive 3:Road & Car $6 Hardball4 DOS orCD $34 Proleague Baseball ’94 $35 Buzz AldrinRc Spe CD $39 Grandest Fit DOS or CD $32 
Privateer DOS or CD $48 Test Pilot CD $44 Hrdblil 4 MLBPA Add On $14 Proleague Football’94 $29 Caesar $24 Great Nav Batt Admrl Pk $19 
Privateer Spec Ops 1tor2 $19 The Big One $29 Ice Hockey CD . $28 QuarterPole $29 Campaign 2 $36 Hammer of Gods or CD $39 
Rally $29 The Big One CD $26 Jack Nckls Gldn Bear Ed $34 Road to the Final Four 2 $38 Carriers at War Cnst Kit $25 Hannibal $26 
Reach for the Skies $19 Theme Park $38 Jack Nicklaus Golf CD $39 Serious Soccer $18 Castles 1 or 2 ea. $19 Harpoon 2 $39 
Real Weather Pilot $24 Tie Fighter $45 Jack Nicklaus Signatr Ed $27 Tie Break Tennis $9 Castles 2 CD $48 Harpoon 2 Battle Set 1 $26 
Red Brn A10 Tnk Kilr CD $39 = Tie Fighter Mn Dk 1 or 2 $19 ~=Jack Nicklaus SE Crs 2 $16 Time Out Sports Bsball $16 Celtic Tales: Balor of Evil $39 Harpoon Challenger Pak $24 
Red Baron wMsn Builder $29 Tornado $48 Links Crs 2 Firestone $17 Time Out Sports Bsktball $39 Civilization WIN $48 Heirs to the Throne $19 
Renegade CD $48 Tower DOS or CD $42 Links Pro 486 CD $49 Tom Landry Football ’94 $16 Clash of Steel $19 High Seas Trader or CD $39 
Road & Track Grand Prix $19 Train Engineer $29 Links Pro C1 Mauna Kea$19 Tony LRussa Clsc Stad $12 Cohort 2 $18 Hollywood Mogul $39 
Sailing Simulator 3 $49 U-Boat 2 $36 Links Pro C2 Pinehurst $16 Tony LaRussa BB 1991 $12 Colonization DOS or CD $48 Humans CD $22 
Scenery Clltn Grt Britain $12 Voice Commander Bndle $18 Links Pro C3 Banff Spr $19 Tony La Russa BB 2 CD $46 Command and Conquer $38 Incredible Machine 2 $38 
Sea Wolf CD $44 Wing Commander 2 $26 Links Pro C4 Belfry $19 Tony La Rss BB2 92 Tm $14 Conquered Kingdoms 2 $36 Jagged Alliance CD $46 
Seal Team $26 Wing Commander 3 CD $54 Links Pro Crs 5 Innisbrk $19 Tony La Rs BB2 Fan Mn $14 Conqurd Kingdms Sc 1 $12 Jagged Alliance Spch Pk $22 
Seaworthy CD $18 Wing Commd Academy $18 Links Pro C6 Firestone $20 Tony La Rss BB2 Stad $18 Conquest $36 Jutland CD $44 
Secrt Weap Ex 3 He162 $21 Wing Commder Armada $47 ~—_Links ProC7 PbIBch $24 TonyLRBB2V2.094 $37 Darklegions DOS or CD $36 Kingdoms of France $34 
Shuttle CD $24 Wings of GloryEnhCD $47 Links ProC8 Cst Pines $19 Tony LaRussa NL Stad $15 Dead Zone CD $52 Kingmaker $34 
Silent Service 2 $21 Wolf Pack $20 Links ProC9 Big Horn $19 Tony LR BB2 Tm Dk’93 $16 Detroit $39 Koshan Conspiracy CD $19 
Sim City Clsc Grph 1&2 $14 World Circuit CD $34 Live Action FootballCD $34 Troy Aikman Football CD $49 Dominus DOS or CD $39 Lemmings 3 $35 
SimTower $42 X-Wing $39 ML Personal Pro Golf $19 Ultimate Football CD $46 Dragon Force $12 Lemmings Datadisk $19 
Space Clipper $42 X-Wing Collectors CD $45 Microsoft BaseballCD $51 Unnecesry Roughness $33 Dune 2 $28 Liberty or Death $29 
Spectre VR CD $42 X-Wing Msn Disk 1 or 2 $19 Microsoft Golf WIN $48 Uncsry Roughns ’95 CD $34 El Fish $34 Lords of RealmorCD $39 
Speed Racer $19 Zephyr CD $45 Microsoft Golf CD $48 World Cp Gif Dorado CD $42 Empire Deluxe 2 $38 Lost Admiral 2 $39 
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OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 
additional shipping charges. 


Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. COD 
$8. Defectives replaced with same product. Most items shipped same day. Shipping times may 
vary. Price/availability may change. All sales final. Call for details. 


‘UNIVERSAL 
NEVERLOCK’ By 
pass document 
checks on more 
than 500 computer 
games! Safe and 
easy to use even 
for novices. It's 
menu driven. Just 
point and shoot. 
Never be locked 
out of your own 
software again! 
Winner of BYTE 
Magazine's August 
'94 Pournelle 
Award. $39 
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WAVETABLE SOUND BOARD 


B, 





‘SOUND SCAPE’ The first wavetable sound board that gives 
you professional 16-bit sound and compatibility with today's 
hottest game titles and multimedia applications. Offers com- 
patibility with virtually all PC standards. $185 





Lost Vikings $12 SimCity 2000 CD $45 Beat the House $29 
Maelstrom $23 Sim City 2000: Disasters $14 Bobby Fshr Tch Chss CD$34 
Master of Magic $40 SimCity 2000 Windows $42 Bridge 8.0 $32 
Master of Orion $39 Sim City WIN $29 Bridge Deluxe 2 $29 
Merchant Prince $37 Sim City CD $47 Bridge Olympiad $29 
Millenium AuctionCD $46 Sim City Classic Win $26 Caesar’s Wrld Gmng CD $37 
Millnm Auctn Clict Ed CD$25 Sim Earth $19 Casino Master CD ROM $28 
Nobunaga’s Ambition 2 $34 Sim Earth CD $40 Casino WIN $25 
Outpost Pint Add On CD $33 Sim Farm WIN $19 Chessmnc 5 Bill & 1 CD $34 
Outpost WIN CD $42 Sim Health $25 Classic Solitaire WIN $16 
Patrician CD $36 Sim Life WIN $29 Clue CD $24 
Pax Imperia $39 Sim Town DOS orCD $42 Evn More Incrd Mch CD $39 
Perfect General 2 or CD $35 Space Hulk CD $32 Gambit, Kasparov's $35 
Perfect General S2 20th $23 Space Miner $36 Game-Maker Ver 2.0 $48 
Perfect General S WW2 $16 Space Raiders CD $42 Hong Kong Mh Jng Pro $32 
Pirates Gold WIN $48 Spaceward Ho! WIN $36 Hoyle’s Bk Gms Classic $29 
Populous 2 $25 Star Control 2 $34 Incredible Toons CD $39 
Power House WIN or CD$39 Star Legions $12 Jeoprdy Dix WIN w/Alex $34 
Project USA DOS or CD $29 Starlord CD $39 Lucky’s Casino Adventr $38 
Protostar CD $19 Starship CD $39 Mario Game Gallery $25 
Rags to Riches $36 Starship Troopers $39 Origamo $29 
Railroad Tycoon 2 (Dix) $24 Task Force 1942 $19 Pinball Arcade CD $34 
Reach for the Stars $24 Terminator 2 Chswrs CD $27 Power Poker Windows $39 
Realms $16 The Complete UMS $44 Prof Zny’s Jokes CD $29 
Reunion DOS or CD $33 The RogarnAgendaCD $39 Red Shift WIN CD $49 
Romance 3 Kingdoms 2 $24 Theatre of War $12 Risk WIN $26 
Romance 3 Kingdoms 3 $39 Ticonderoga $46 Russian Six Pack WIN $19 
Rules of Engagement 2 $29 Unnatural Selection $29  Shanghaii2 Windows $24 
Rules Engag 2 Cpgn Dk $19 Victory or DefeatWIN $42 Solitaires Journey $34 
Sabre Team $28 Vikings 2 $36 Stan Wongs Video Pokr $19 
Second Conflict WIN $34 Walls of Rome $39 Star Wars Scrn Svr WIN $27 
Serf City: Life is Feudal $37 Warcraft DOS or CD $39 Trivial Pursuit CD $34 
Siege $12 Warlords 2 $29 Trump Cst 3 DOS or CD $29 
Sim Ant $19 Warlords 2 Scen Editor $29 Videogame Solutn 2 CD $23 
Sim Ant CD $41 When Two Worlds War $24 Virtual Vegas CDWIN $20 
Sim City 2000 $34 X-Com: UFO Defense $39 Zig-Zag $29 


FRONTPAGE SPORTS 


Es FOOTBALL 
Bae PRO ‘95 


HITS THE GRIDIRON 


2-point conversions and 
kickofts from the 30 promise 
more aggressive play 


I 





TheFirst Wonder of the (yberWorld. 


The First In a Series of Virtual Adventurescapes. 





‘FRONT PAGE 
SPORTS FOOT- 
BALL PRO '95’ 
See plenty of bone- 
crushing hits as 
players spin, flip 
and dive in 2-point 
conversion _ at- 
tempts. You decide 
play-calling logic for 
over 2,500 play 
situations. Reserve 
or renew your 50- 
yard-line seats to 
the game that sets 
the standard for foot- 
ball action. CD $47 


‘VIRTUAL VE- 
GAS’ Welcome to 
the wonder of the 
CyberWorld!. You're 
the V.I.P. in this play- 
ground for grown- 
ups that's free from 
the laws of time, 
physics and the mob. 
There's so much fun 
to be had that you 
can forget about life 
for awhile. Features 
3D rendered worlds, 
full-motion video 
and voice-recogni- 
tion. (R) CD$20 


Aegis: Guardn Fleet CD $49 


Aide de Camp $52 
American Civil WarV1 $24 
American Civil War V2 $24 
American Civil WarV3 $24 
Battle of Austerlitz $24 
Battle of Leyte Gulf $24 
Battles of Napoleon $15 
Blue & Grey DOS or CD $38 
Campaign DOS orCD $35 
Campaign Mission 1 $18 
Carrier Strike $39 
Carrier Strike Exp Pak $19 
Carriers at War 2 $39 
Charge of Light Brigade $12 
CincPac: Midway $39 


Commnd & Conquer CD $48 
D-Day: Beginning of End $39 
Decision at Gettysburg $18 
Dreadnoughts $32 
Dreadnoughts Bismark $15 
Dreadnoughts Ironclads $19 


Dreadnoughts Deluxe $59 
Fall Gelb $29 
Fields of Glory $37 


Fifth Fleet DOS orCD $39 
Fleet Med $27 
Gary Grigsby Pacific Wr $19 
Gary Grigsby War Rssia $19 
Gettysburg $19 
Gettsbrg: Int Bt WIN CD $42 


Harpoon Classic CD $28 
High Command $34 
lron Cross $39 
Kampgruppe $15 
Last Blitzkrieg $40 


Reader Service No. 1 





‘HELL’ Hell: A 
Cyberpunk Thriller. 
Beyond imagina- 
tion, to the pits of a 
man's fears, lies a 
new breed of evil. 
The year is 2095, 
and you are a fugi- 
tive for sins against 
the state. You must 
unlock the secrets of 
the underworld to 
prove your inno- 
cence. Offers Lavish 
high-resolution 
graphics and full mo- 
tion video. CD $45 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
ehoose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from Dec 1st through Jan 30th or while supplies last. Request 


must be made at time of order. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Revenge 
5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, Tinies 3.5/ 
5.25, Microleague Baseball Managers Challenge 5.25, 
Microleague Football 2 3.5, Time Out Sports Baseball 3.5, 
MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 5.25, 
Dragon Force 5.25, Command HQ 3.5, F 15 Strike Eagle 2 
3.5, Red Storm Rising 3.5, Battles of Destiny 3.5, Heirs to the 
Throne 3.5, Warlords 5.25 


MacArthur's War 

Man of War 
Napoleonics 

Operation Crusader 
Panzer General or CD 
Point of Attack 

Red Sky Morning 
Return to Falklands 

Rd Sumter to Appomttx 
Rommel Battles N Africa 
Rommel at El Alamein 
Rommel at Gazala 
Seventh Fleet 
Stalingrad 

Stalingrad Campaign 
Storm Across Europe 
Tac Ops WIN 

Task Force 1942 

The Great War 

Tigers on the Prowl 

To The Rhine 

Typhoon of Steel 

UMS 2 Planet Editor 
Under Fire 

V Victory Market Garden 
V Victory: Gld, Jn, Swrd 
V Victory: Utah Beach 
V Victory: Velikye Luki 
Victory at Sea 

War in the Falklands 
Wargm Cnt Set 2: Tanks 


$9 
$36 
$34 
$36 
$39 
$32 
$36 
$28 
$45 
$24 
$36 
$36 
$36 
$39 
$36 
$12 
$40 
$32 
$39 
$48 
$29 
$15 

$9 
$12 
$29 
$34 
$29 
$29 
$41 
$24 
$39 


Wargm Cnt St 2 2-12 ea $15 


Warpoint 

Waterloo 

White Decci 

WW2 Battle of S. Pacific 


$36 
$19 
$19 
$21 





3 D Pinball $12 
Acquire $9 
Air Force Commander $9 
Alphabet Blocks CD WIN $5 
Amberstar $12 
Armada Villa Crespo $9 
Assignment Miami $9 
ATP Flight Sim (brown) $9 
Aud Clps 2001 Spe Odsy$12 


Banzai $9 
Bard’s Tale Construction $12 
Baseball Facts $9 
Battle Command $6 


Bball Chall 1987 Teams $6 
Bball Chall 1988 Teams $6 
Bball Chall 1989 Teams $6 
Begin Reading CD WIN $5 


Blackjack $9 
Blue Max Aces Great War $9 
Boom Box $9 
Captain Blood $9 
Castles North Campgns $12 
Champions of Krynn $12 
Charge of Light Brigade $12 
Chess Net WIN $9 
Coffee Brk Collction CD $12 
Combination Lock $9 
Conqueror Multi Tank $6 
Conqust Robin Hd VGA $12 
Covert Action $6 
Crime City $12 
Cruise for a Corpse $12 


Daughter of Serpents $9 


Demon Blue $9 
Don't Go Alone $6 
Dr Doom’s Revenge $9 


JAN SPLUS 6 
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‘CYBERIA’ It's 
2027. Global terror- 
ists rule. Mankind 
lives on the brink of 
destruction. And 
the ultimate dooms- 
day device — code- 
named Cyberia — 
has just been dis- 
covered. Features 
state-of-the-art 3D 
graphics, realistic 
character move- 
ment, astounding 
sound effects and 
breathtaking action 
sequences. CD $46 


FREE 


SHIPPING! 


Place an order for an out of 
stock item and recieve FREE 
overnight shipping when prod- 
uct becomes available. Han- 
dling $2 per shipment. 





Dr Floyds Desktop Toys $9 
Dr Thorp’s Mini Blackjack $9 


Dragon Force $12 
Dragon Lord $9 
Dragons of Flame $9 
Dyno-Quest $9 
Early Math CD WIN $5 
Electric Jigsaw $12 
E- Motion $6 
Fighting for Rome $12 
Free DC $9 
Gamma Force $6 
Hearts $12 


Heroes of the 357th $12 
Hoyle’s Book Games V3 $12 
Humans: Insult to Injury $9 
International Sports Chall $6 
Jack Nicklaus Clip Art $3 
Jack Nicklaus Crs Disk 5 $6 
Jack Nicklaus SE Crs 1 $4 
Jones Fst Lane CD WIN $12 
Kid’s Typing CD WIN $5 


Killing Cloud $6 
Lightspeed $9 
Line in the Sand $12 
Loremaster $9 
Lost Vikings $12 
MacArthur's War $9 
Magic Candle 2 $12 
Magic Candle 3 $9 
Marianas Turkey Shoot $12 
Matrix Cubed $9 
MegaFortress $12 
Megatraveller:Zhodani $6 
Megatraveller 2 $12 


ML 1950s World Series $9 


JAN SPLUS 7 


ML 1960s World Series 
ML 1970s World Series 


$9 





Scenery Clltn Grt Britain $12 





‘NASCAR RAC- 
ING’ The fuel-in- 
jected racing power 
of the IndyCar se- 
ries now comes to 
the stock car circuit. 
You pick the fuel 
mix, tire pressure, 
suspension torque 
and tire thickness. 
Offers all of the fa- 
miliar features that 
players loved in the 
IndyCar series and 
3D physics based 
on actual stock car 
models. $39 


‘DOOM 2’ Sequel 
to the award-win- 
ning DOOM, 
DOOM 2 provides 
more levels, more 
demons, weapons, 
excitement and a 
whole new story 
line! Stunning 
graphics, pulse- 
pounding action 
and intense 
gameplay make 
this the ultimate ac- 
tion game. For up 
to four players us- 
ingaLAN. CD $44 





‘SHADOWS OF 
CAIRN’ is the story 
of a young thief 
named Quinn, who 
is too honest to 
steal anything. 
Worthless to his 
guild, his own mas- 
ter sets him up to 
take the blame for 
the murder of the 
Duke of Cairn. Fea- 
tures lifelike roto- 
scoped animation, 
three difficulty lev- 
els and ten types of 
opponents. CD $39 
























~ “ue 6’ RELENTLESS’ is 
a! ‘> erie §=an exceptionally 
. rich and original ac- 
tion/adventure with 
surrealistic charac- 
ters. You must con- 
quer overwhelming 
odds in a struggle 
of good versus evil 
and rescue your 
significant other. 
Offers smooth and 
detailed anima- 
tions, non-linear 
game play, 40 differ- 
ent locations and 12 
sub-levels. CD $47 





$9 


ML Baseball All Stars $9 
ML Baseball Pro Tms ea. $9 
ML Bsball Manager’s Ch $12 
Madden Player Stats '89 $2 
Micro League Football 2 $12 
Micro Lg. BB Seattle !I3 $9 
MicroL 82 BB Season $9 
MicroL 83 Bsball Season $9 
MicroL 84 Bsball Season $9 
MicroL 85 Bsball Season $9 
MicroL 86 Bsball Season $9 
MicroL 87 Bsball Season $9 
MicroL 88 Bsball Season $9 
MicroL 89 FB Season $9 
Millenium $6 
Never Mind $9 
New Facilities Locator $9 
NFL Chall Col AlmniTms $6 
NFL Chall Pre Season 90 $6 
NFL Chall 91 Pre Season $6 
NFL Chall All StarTeam $6 
NFL Chall Dream Teams $6 


On Target $9 
Operation Combat ni2 
Patriot $12 
Pictionary $12 
Power Politics WIN $12 
ProFball Analyst92Ed $9 
Puzzle Gallery 1 $9 
Return to Zork AnthCD $12 
Rings of Medusa $9 
Rotox $9 
Rules of Engagement $9 
S.C. Out $12 


SDI $6 
Sentinel Worlds 1 $9 
Shadow Sorcerer $9 
Siege $12 
Slater & Charlie CD $12 
Sorry $12 
Space Quest 4 CD $12 
Space Vegetables $9 


Spelling Blizzard CD WIN $5 
Spelling Jungle CD WIN $5 


Sporting Triangle $3 
Star Legions $12 
Stellar 7 CD $12 
Storm Across Europe $12 
Surf Ninjas $5 


Taking of Beverly Hills $6 
Tales Magic:Prphc Shdw_ $9 
Teenage MN Trtls Arcad $12 


Tegel’s Mercenaries $9 
Terran Envoy $9 
Test Drive 3:Road & Car $6 
The Tinies $12 
Theatre of War $12 
Tie Break Tennis $9 


Tom Landry Football $12 
Tom Landry Football Dix $12 
Tony LRussa Clsc Stad $12 
Tony LaRussa Baseball $9 
Tony LaRussa BB 1991 $12 
Treasures Savag Frontier $9 


Trump Castle 2 DD1 $4 
Trump Castle 2 DD2 $4 
Turn-n-Burn $9 
UMS 2 Planet Editor $9 
Under Fire $12 


Vaxine $12 
Video Poker WIN $12 
War in the Gulf $12 
War of the Lance $9 
Warlords $12 
Weavr Tm & Plyr Stats 89 $3 
Wheel of Fortune $6 
Wheel of Fortune 3 $9 
Xiphos $6 


CD-| 200 Magnavx Plyr $359 
CD-| 220 Philips Player $399 
CD-| 450 Magnavx Plyr $289 
CD-| 550 Magnavx Plyr $479 
CD-I Infrared Remote $39 


CD-| Mouse $46 
CD-| Roller Controller $54 
CD-| TouchPad $26 
CD-| Trackerball $59 


11th Hour Limited Ed $56 
7th Guest $48 
Advt of Willie Beamish $24 
Alone in the Dark 3 $48 
Beneath a Steel Sky $41 


Bioforge $53 
Blood Society $34 
Bloodnet $41 
Blue Force: Next of Kin $19 
Buccaneers $48 


Reader Service No. 1 


Bureau 13 $39 Harvester $44 
Cadillacs & Dinosaurs $49 Hell $45 
Castle Wolfenstein (6 ep)$42 ~— Hell Cab $42 
Chaos Continuum $36 Horde $45 
City 2000 $29 | Have No Mouth $44 
Companions of Xanth $33 Inca 3 $39 
Conan $26 Indy Jones Fate Atlantis $42 
Conspiracy $30 Inherit the Earth $32 
Corridor 7 $29 lron Helix $56 
Creature Shock $39 Isle of the Dead $18 
Critical Path WIN $48 Journeyman Project $34 
Curse of Enchantia $23 Journeyman Prj Spc Ed $47 
Cyberia $46 King’s Quest 6 Upgrade $24 
Daedalus Encounter $46 King's Quest 7 WIN $49 
Dark Forces $46 King’s Ransom $33 
Dark Seed $39 Labyrinth of Time $47 
Day of the Tentacle $42 Lands of Lore 2 $46 
Death Gate $34 Laura Bow 2 $24 
Digital Dreamware $24 Legend of Kyrandia3 $39 
Dinonauts $29 Leisure Suit Larry 6 $44 
Doom 2: Hellon Earth $44 Leisure Suit Larry Anthol $47 
Dracula Unleashed $39 Little Big Adventure $47 
Dragonsphere $24 Loadstar $49 
Dune $29 Lost Eden $39 
Eric The Unready $19 Lost in Time $19 
Evolution $29 Lunicus $42 
Fortress of Dr. Radiaki $34 Maelstrom $18 
Fred P. Frontier Pharm 2 $44 Magic Death $26 
Freelancer 2120 $41 Man Enough $34 
Full Throttle $42 Mario is Missing $44 
G-Nome $43: Mission Critical $34 
Gabriel Knight $45 Morph Man $29 
Gateway Collection 1&2 $36 Myst $49 
Goblins 3 $19 Night Trap $48 
Guy Spy $29 No World Order $24 
Hand of Fate (LEGEK) $39 Noctropolis $47 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per 
order. Worldwide airmail $6 per item. Handling $2 per shipment. Hardware orders may require 
additional shipping charges. 

Visa, MC and Discover Accepted. Checks Held 4 Weeks. Money Orders same as cash. COD 
$8. Defectives replaced with same product. Most items shipped same day. Shipping times may 


vary. Price/availability may change. All sales final. Call for details. 


ee ‘METALTECH: Ve i ‘LINKS PRO BIG- mee VOYEUR’ Peer 
re, BATTLEDROME’ a HORN COURSE = into your neighbor's 
a4 is a virtual-reality . DISK’ Bighorn's ee een sordid lives... Black- 
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combat arena 
where strategy and 
tactics count as 
much as firepower. 
Mighty Herculan 
robots fight one-to- 
one for power, pride 
and money. Offers 
ten Herc chassis, 
broad weapons ar- 
senal, adrenaline 





6,888-yard champi- 
onship golf course is 
a stunning achieve- 
ment by renowned 
architect Arthur Hills. 
The first six holes 
offer a variety of el- 
evations. The sixth 
hole, Bighorn's sig- 
nature hole, is a 
505-yard par 4 pro- 





mail, murder and in- 
trigue are happen- 
ing at the Hawke 
family mansion. Will 
you risk everything 
and step into the 
drama to videotape 
the evidence? Fea- 
tures intriguing 
storyline, and multi- 
pathed plots that al- 


IGH-STAKES ROBOTIC COMBAT pumping music, SS viding a breathtaking low the player to con- 
ene enmeeesemmnesrenon cee and one-on-one view of the Coachella trol the sequence of 
; modem play. $34 So ivwass Valley. $19 events. CD $46 





A FUTURISTIC WAR STRATEGY GAME ON 


co-RoOM 














‘BALLEE ISLE 
2200’ Guided by a 
rogue computer, ti- 
tan-net moves to 
conquer the Drullian 
Civilization. You are 
the strategist, you 
must take com- 
mand of the Drullian 
forces and counter- 
act the offensive. 
Features brilliant fu- 
turistic graphics, in- 
credible 3D anima- 
tions, and over 20 
turn-based battle 
scenarios. CD $34 











‘COLONIZATION’ 
focuses on a single 
era - from the 
1500's to 1800's - 
when the lure of the 
Americas as well as 
the possibility of un- 
told wealth was at 
its peak. Experience 
the excitement of dis- 
covering, exploring 
and colonizing the 
New World. Features 
the same addicting 
game play as Civili- 
zation and a familiar 
interface. $48 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from Dec 1st through Jan 30th or while supplies last. Request 
must be made at time of order. 


SPEND $75 GET 


Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Revenge 
5.25, Gunship 5.25, Pirates 5.25, S.C.Out 3.5/5.25, Tinies 3.5/ 
5.25, Microleague Baseball Managers Challenge 5.25, 
Microleague Football 2 3.5, Time Out Sports Baseball 3.5, 
MacArthur's War 5.25, Coffee Break Collection CD 


SPEND $150 GET 


Railroad Tycoon 3.5, Magic Candle 3 5.25, Mercenaries 5.25, 
Dragon Force 5.25, Command HQ 3.5, F 15 Strike Eagle 2 
3.5, Red Storm Rising 3.5, Battles of Destiny 3.5, Heirs to the 
Throne 3.5, Warlords 5.25 


Nomad $36 A Fish Called Wanda $22 Alien Gate $26 Axis & Allies $44 Corpse Killer $52 Pataank $52 
Out of this World 2 $45 A View to a Kill $24 Chaos Control $44 Backgammon $30 Crime Patrol $52 Pebble Beach Golf $52 
Phantasmagoria $49 Addams Family Values $22 Earth Command $44 Battleship $30 CyberClash $52 Plumbrs Don’t Wear Ties $49 
Police Quest 5 $48 Apocalypse Now $22 Mad Dog McCree $52 Caesar’s Wrld Gambling $44 Demolition Man $58 Quarantine $39 
Psychotron $34 Beverly Hills Cop 3 $24 Mad Dog McCree & Gun $72 Connect Four $26 DinoBlaze $56 Real Pinball $52 
Quantum Gate 2 $46 Black Rain $22 Microcosm $44 Defender of the Crown $34 Doom $56 Rebel Assault $56 
Quarantine $39 Bull Durham $24 Mystic Midway 1 $26 Dimo’s Quest $32 Dragon Tales Lore $46 Rise of the Robots $49 
Quest for Glory 4 or 5 ea $44 ConeHeads $22 Mystic Midway 2 $26 Jeopardy $36 Dragons Lair 2:Tm Warp $52 Road Rash $56 
Return To Zork $44 Dances With Wolves $22 Jigsaw $36 Duelin’ Firemen $54 Robinson’s Requiem $52 
Return of the Phantom $38 Dr. No $22 Joker’s Wild Jr.! $36 Escape Monster Manor $52 SHADOW:War Succsn $52 
Robinson’s Requiem $33 Fatal Attraction $24 Joker's Wild! $36 FIFA International Soccr $52 Samurai Showdown $52 
Robot City $48 From Russia With Love $22 Mega Maze $30 Family Feud $39 Shadow Caster $52 
Sam and Max Hit Road $42 Goldfinger $22 A Revolutionin Color $19 NFL Instant Replay $44 Flashback $49 Shock Wave $56 
Secret Monkey Island $21 Hannah and Her Sisters $24 Andrew Lloyd NFL Trivia Chall 94/95 $44 Flying Nightmares $52 Shock Wave Dt Disk 1 $36 
Shadow of the Comet $38 Hunt for Red October $22 Webber:Premiere $21 NFL Trivia Challenge $44  GEX $52 Shuttle $44 
Skull Cracker $41 Indecent Proposal $22 Bon Jovi:Keep the Faith $21 Name That Tune $36 Guardian War $49 Slayer $52 
Space Quest 4 $37 Lassie $24 Bryan Adams Video $21 Pinball $30 HUMANS $52 Soccer Kid $39 
Space Ship Brainlock $49 MoonRaker $24 Classical Jukebox $21 Sargon Chess $36 Horde $52 Space Ace $52 
Star Trek 25 Anniversary $54 Moonstruck $24 Cool Oldies Jukebox $21 Tetris $30 Ishar 3 $52 Space Pirates $54 
Star Trek Judgemt Rites $42 Naked Gun 33 1/3 $24 Earth Rhythms $19 James Bond: View to Kill $6 Star Control 2 $52 
Star Trek TNG Collct Ed $79 Patriot Games $22 Eric Clapton Video $21 Jammit! $54 Star Trek Next Genertn $54 
Star Trk: Str Fit Acadmy $48 Planes, Trains, & Autos $22 Gershwin Collection $21 Jurassic Park $52 Star Wars Chess $54 
Stellar 7 $24 Posse $22 Gifts to Behold:A. Cplnd $19 Kingdom:Far Reaches $46 Station Invasion $54 
System Shock $47 Rainman $24 Golden Oldies Jukebox $19 3DO System $399 Lemmings $49 Stellar 7 $39 
Terminator Rampage $45 Silence of the Lambs $24 James Brown $19 3DO Gun $44 Lemmings Chronicles $52 Super Street Fighter 2 $59 
Terror of the Deep $36 Sliver $22 Jazz Giants $21 Flight Stick Pro $99 Lost Files of Shrick Hlms $52 Supreme Warrior $52 
Tuneland $48 Star Trek 6:Undiscovered$22 Louis Armstorng $19 11th Hour $59 Mad Dog McCree 2 $54 Syndicate $54 
Ultimate Domain $36 The Black Stallion $24 Luciano Pavarotti $19 3D Atlas $69 Madden Football $46 Theme Park $52 
Under a Killing Moon $54 The Firm $22 Mozart:Musical Biogrphy $19 3DO Intractv CD Sampler $5 Megarace $44 Total Eclipse $49 
Voyeur $46 Thelma and Louise $24 Pete Townshend:Live $21 Aces over Europe $54 Microcosm $52 Trance Mission $56 
Where in the World Dix $54 Top Gun $22 Peter Gabrl:All About Us $21 Air Warrior $54 Need for Speed $52 Troddlers $49 
Who Killed Sam Rupert $24 _ Trading Places $24 Prelude CDI $19 Alone in the Dark $46 NovaStorm $52 VR Stalker $52 
Wing Commd Ultima6 $29 Wayne's World 2 $22 Rembrandt:Art & Music $19 Battle Chess $39 Oceans Below $44 ‘Vikings $46 
Wolf: Hunt or Be Hunted $39 White Christmas $22 TR-1:No World Order $21 BrainDead 13 $52 Off World Interceptor $52 Way of the Warrior $52 
Wrath of the Gods WIN $44 X-Men:Night Sentinels $14 Three Tenors Video $21 Burning Soldier $49 Out of this World $46 Who Shot Johnny Rock $52 
Zombie Dino $40 You Only Live Twice $24 You Sing Christmas Favs$14 Clayfighter 2 $46 PGA Tour GA $54 Wing Commander $49 
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The New Sound Blaster AWE32.~" 


Introducing the wave of the future: the new Sound 


Blaster AWE22. It combines advanced wave table 








synthesis, a powerful digital signal processor, and 
the hottest audio effects all on the same sound card. That’s 
why it’s the next generation PC sound standard. 

The Sound Blaster AWE32 puts the world’s purest 
music synthesis technology (from E-mu Systems ) inside your 
PC. It also includes effects like chorus and reverb for 
increased depth and richness. And QSound so you can 


position sounds in 3D. It even comes with downloadable 


4 SOUND BLASTER AWE32 INCLUDES: is 


SOUND BLASTER AWE32 
TRUE 16-BIT CD SOUND 
ADVANCED WAVEFFECTS™ 











GENERAL MIDI INTERFACE HSC INTERACTIVE SE 
THREE CD-ROM INTERFACES 


MICROPHONE 


CREATIVE VVAVESTUDIO™ 2.0 
QSOUND CONTROL PANEL 
CREATIVE ENSEMBLE™ 
CREATIVE SOUNDO’LE™ 
CREATIVE MOSAIC 


SYNTHESIS 
32-VOICE POLYPHONY 
SAMPLING SUBSYSTEM 


_———- 


SOFTWARE INCLUDES: 
CAKEWALK APPRENTICE 
FOR WINDOWS 
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SoundFont™ technology, so you can add to the library of 


sampled sound effects and instruments. And the latest speech 
technology, so you can navigate through all the major 
Windows™ applications using voice commands. 

Of course, it’s a Sound Blaster. So it makes all your 
favorite games and software sound more outrageous than 
you ever imagined. All this sound technology could cost you 
thousands. But the new 
Sound Blaster AWE32 is 


only $399 No other sound 


card comes close. Sound 


Interesting? 


Visit your 





local Creative Labs dealer. 


Or call I-800-998-5227. 


CREATIVE LABS, INC. 
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